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GRADIUSin 


You are the pilot of destiny, flying your Modulated 
Artillery Exalter (M.A.X.) against Bacterion, a mammoth 
malignant mass. Prepare for an audio-visual blitz on 
your senses as you select your weapons from a stellar 
array of alien blasting devices, featuring five different 
categories. Your options include Hawk Wind Missiles, 
Twin Lasers, the Cyclone, Mega Crush, and many more. 

Navigate with unbridled courage through 10 treach- 
erous Terror Zones, each ending with its own mortify- 
ing Mayor. Only by penetrating their very beings can 
you hope to obliterate them. Along the way you face 
relentless attacks from Bazooka Heads, Spores, 
Monoliths and other monstrosities too unspeakable to 
mention here. And even with power-ups you may not 
survive The Dunes of Doom, The Carbonation Zone, 
and The Gauntlet. 

But if you do, you’ll find yourself in Bacterion’s Lair. 
Here it will be decided whether you become a hero or 
an insignificant speck of cosmic dust. 




Available now! 


SUPER CASTLEVANIA IV 


It’s time to dig up the past because Dracula has risen 
from his grave again. But this time he brings a host of 
never-before-seen super horrors, accompanied by 
some of the most chilling sound effects to ever tingle 
your spine. Venture into the Count’s 11 level Castle of 
the Undead, complete with the Terrace of Terror, the 
Rotating Dungeon, the Sunken Ruins of Lost Spirits 
and other crypts of doom. 

Wield your whip with heroic skill as you use it to 
swing over bone chilling traps and hundreds of ghost 
freaks, living corpses, spitting lizards, the strange meta- 
morphosing dog-rats and more. 

Strike back against gruesome torments like the 
Tongue Lasher, the Darkest Knight and the Bone-Afide 
Horseman. With a password you can pause to catch 
your breath, but considering what ultimately awaits 
you, it's just postponing the agony. 

Available this December 








THE LEGEND OF THE MYSTICAL NINJA 



Take on the Carp Meister 
with his paralyzing fighting fish, 
and Tanaka-U-Out, whose 
bone crushing hammer packs 
a wallop. Capture all-powerful 
sinjin items like fire staffs and 
dynamite. If you fail to collect 
gold coins from defeated foes 
you won't receive all-important clues, or be allowed 
to go for broke at "hidden risk" areas such as the 
Quiz House and Horse Races. 


Just remember, the true strength of a mystical 
ninja is his wisdom. Of course, a survival instinct 
isn't such a bad asset either. 


Available this January. 


Enter the 1 0 Levels of the 
Dragonbeastto rescue the 
mysteriously missing princess 
of Horo-Horo. Experience a 
sight and sound extravaganza 
as you battle through double 
Warlock Stages and incredible 
3D and 2D zones, using mag- 
ical moves and solving mysti- 
cal problems in order to 
advance. 


KONAM! 

FOR THE SUPER NES 

Only one superpower will dominate the world of Super NES. Konami. 
Because Konami has amassed its video game strength to storm your 
Super NES with all the action, adventure and excitement it can hold. 

Take command of Konami Super NES forces. And see how fun world 
domination can be when you’ve got a superpower on your side. 


Konami® is a registered trademark of Konami Co.. Ltd. The Legend of the Mystical Ninja™ Gradius® III and Super Castlevania IV™ are trademarks of Konami, 
Inc. Nintendo, Super Nintendo Entertainment System, Super NES and the Official Seals are trademarks of Nintendo of America Inc. © 1991 Konami, Inc, 
All Rights Reserved. 
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this simulation lets you fly rock^K 
packs, hang-gliderSyiCind hellcsDp- 
ters, too. 


Lemmtngs 


Lemmings run anriok, and onlyy our 
strategie skills can 


Loaded 


Orart cit\^^i 


iser. 


ulation, part action-ad^nture 
! our fc 

Darius Twin 


this is one of our favorite Super NE^Ies! 


C;;.Jnventive aliens and edge-of-your-seat ac- 
make thlj arcade gameone of the best. 
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RPG. 
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EDITOR'S 

NOTES 

The wait is over — U.S. Nintendo fans are flocking to 
stores to buy the Super NES. Nintendo of America 
projects that two million of the machines (and six million 
games) will be sold by the end of 1991. And that's after 
only four months of sales! 

This special issue contains strategy features, re- 
views, and codes for the first batch of Super NES games 
— plus info and rumors about new games slated for the 
future. 

No Super NES title is likely to prove more popular 
than Super Mario World, the game that's included with 
every Super NES machine sold. There are 96 levels in 
this complex adventure, so it should take gamers quite 
a while to explore every nook and cranny. See if we've 
found any secrets you might have missed with our 
"Inside Super Mario World" feature. 

Castlevania fans are familiar with the Belmont 
family. But the vampire-hunters never looked this good 
before! We provide an introduction to Konami's 
Castlevania IV in this issue, with more advanced strat- 
egy to follow in an upcoming issue of Game Players 
Nintendo Games — along with lots more Super NES 
coverage. 

But that's certainly not all. Action fans should 
check out Final Fight, and Ultraman. For flight jockeys, 
we've got Pilotwings and U.N. Squadron, and for sports 
buffs. Super Bases Loaded. Test your brain power with 
Lemmings, or your reflexes with Darius Twin. You can 
even play a god with Populous and Actraiser. What more 
could a gamer want? 

Leslie Mizell 
Associate Editor 
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© 1991 CAPCOM USA, Inc. Nintendo, Super Nintendo Entertoininenl System and 
the Official Seolore trodemorks of Nintendo of Americo. for more informolion coll 
(408) 727-0400. 


The arcade is still a way cool place to 
hang with your friends. But you can't 
always be there. You can however^ 
play Capcom's new 16-bit games with 
32p00 colors, smooth 3-D scrolling, 
and killer sound, while hanging out 
on the sofa at home. It's the next best 
thing to being there. 


Three years ago, Sir 
Arthur rescued Princess i 
Guinevere from the evil | 
ruler of the Phantom 
Zone. Since then, he's 
acquired some very 
powerful weapons to 
defend his kingdom, in case it happens 
again. Well, it has. And this time, 
Sardius must be destroyed once and for 
all. It'll take every bit of magic you can 
conjure to escape the witches, ghosts 
and snapping 
skulls. But you 
can't stop until 
you complete 
your quest. 

Skulls and 
zombies fall 
from the sky 
as the ground 
shifts around 
you — better 
watch your 
step. 

Ghosts appear 
— and disappear\ 
on the haunted 
seas, use your 
haunted sickle 
and you may 
survive — without 
if say goodbye! 


The Mad Gear Gang 
has turned Metro Gity 
into a lousy place to 
live. Punks, wrestlers 
and swordsmen lurk in every 
alley, subway and behind every 
garbage can. They've even kid- 
napped Haggar’s daughter Jessica. 
But Haggar, Cody and his friends 
aren't going to take it lying down, 
\bu can help them by 
using every punch, 
throw and kick you've 
to eliminate these 
for good. 


Cody's lethal 
flying kick is just 
one way to get 
rid of the Mad 
Gear Gang. 




ARCADi OAWlES«HOME 


More Mod Geor 
Gangers await 
on the subway. 
Punch their lights 
out before 
Broadway. 

Or, you'll be 
underground 
forever. 




Mercenaries have taken the entire 
country of Aslan hostage. Except 
for one tiny airfield they missed— 
headquarters of the UN. Squadron 
—the best fighter planes in the 
world. "lb save the country you^ll 
fly the dogfight of your life^ as 
enemy missiles and laser cannons 
hammer your F-20 Tigershark. Of 
course^ you have lasers and bombs 
of your own. 
The freedom 
of millions 
depends on you^ 
so strike hard 
and strike often. 

At the oil refinery, 
the only way to slip 
away from enemy 
attack helicopters 
is to blitz 'em with 
cluster bombs. 


Use your A-10A 
ground attack 
fighter's Mega 
Crush Weapon 
to dodge anti- 
aircraft missiles 
that oppeor 
from behind 
the trees. 


CARCOm 


ARCADE 

SERIES 
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always be there. You can however, 
play Capcom’s new 16-bit games with 
32,000 colors, smooth 3-D scrolling, 
and killer sound, while hanging out 
on the sofa at home. It’s the next best 
thing to being there. 
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again. Well, it has. And this time, 
Sardius must be destroyed once and for 
all. It'll take every bit of magic you can 
conjure to escape the witches, ghosts 
and snapping 
skulls. But you 
can't stop until 
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Skulls and 
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shifts around 
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The Mad Gear Gang 
has turned Metro Gity 
into a lousy place to 
live. Punks, wrestlers 
and swordsmen lurk in every 
alley, subway and behind every 
garbage can. They've even kid- 
napped Haggar’s daughter Jessica. 
But Haggar, Gody and his friends 
aren't going to take it lying down, 
'ifou can help them by 
every punch, 
and kick you've 
to eliminate these 
for good. 

Cody's lethal 
flying kick is just 
one way to get 
rid of the Mod 
Gear Gong. 


Mercenaries have taken the entire 
country of Aslan hostage. Except 
for one tiny airfield they missed— 
headquarters of the UN. Squadron 
—the best fighter planes in the 
world, lb save the country, you'll 
fly the dogfight of your life, as 
enemy missiles and laser cannons 
hammer your F-20 Tigershark. Of 
course, you have lasers and bombs 
of your own. 
The freedom 
of millions 
depends on you, 
so strike hard 
and strike often. 

At the oil refinery, 
the only way to slip 
away from enemy 
attack helicopters 
is to blitz 'em with 
cluster bombs. 

Use your A-lOA 
ground attack 
fighter's Mega 
Crush Weapon 
to dodge anti- 
aircraft missiles 
that appear 
from behind 
the trees. 


More Mad Gear 
Gangers await 
on the subway. 
Punch their lights 
out before 
Broadway. 








HERE’S WHAT’S fip^ING 

FOR ^UEER MESr 

■ 

THECHESSMASTEf^.. The Chess- 
master has already been released 
for personal computers, Nintendo, 
and Game Boy. Now Mindscape Is 
bringing the excellent chess simu- 
lation to 16-bit machines. Featur- 
ingS-Dgraphics, I 
16 levels of play, j 
and 150,000 
opening 
moves. Chess- 
master can 
teach begin- 
ners or test ex- 
perts. 




EARTH DE- 
F E N S E 
FORCE... 

The mem- 
bers of the 
Union Fed- 

e r a t e d ^ARth 
Planets are about to •=*'136 
face their worst threat in 2000 years 
— the organization known as 
AGYMA. Can you stop them? Climb 
aboard your XA-1 space fighter 
and plow through six stages of ga- 
lactic horror. You have eight 
weapons from which to choose, so 
strategy is as important as reflexes. 
Jaleco expects this game to go on 
sale in January. 

HUbspN HAWKrr-.. When Sony 
Imagesoft brings the movie Hudson 
Hawk to Super NES, it may be the 
first exampie of a game that seiis 
more copies than the movie did 
tickets. The Bruce Wiliis movie sank 
without a trace last May, but this 
story of a not-quite-reformed cat 


burglar is an original idea in the 
videogame market. You muststeai 
through three leveis of action, 
avoiding traps as you attempt to 
piifer some vaiuabie artifacts. Ex- 
plore tunnels, crawl through air 
shafts, and crack open safes in this 
dead-of-night adventure. 

THE JETSONS... That fa- 
mous futuristic 
family is headed 
for Super NES 
from Taito. Join 
George, his boy 
Elroy, and the rest 
of the clan — not 
forgetting Astro! — 
as they enter a 
space-age, gad- 
get-filled adven- 
ture.- 

JO^ NDMACCAVE- 
iWAW NINJA... Joe 
and Mack aren’t your 
ordinary cavemen, 

but then Data East's 

Caveman Ninja isn’t your ordinary 
prehistoric game. When the tribe’s 
beautiful “cave-babe' 
napped, the two he- 
men battle through 
jungles and fight pre- t 
historic beasts to save f : 
her. Solo gamers £ 
choose one of the two f 
cavemen, 
but two 
players con 
use them 
bothforasi- 
m u I t a - 
neous res- 
cue mis- 
sion. 


T* T_^ 


LAGOON 

LAGOON . . . The forces of Good and 
Evil battle it out in Kemco-Seika's 
role-playing game. Lagoon. You 
play Nasir, the child of light, who 
must overcome mazes filled with 
demons and other evil creatures, if 
you can’t clear the labyrinths with 
your weapons and magic, the world 
of Lakeland is doomed. 

LAKERS VS. CELTICS: THE NBA, 
PLA YOFFS. . . Los Angeles and Bos- 
ton ore two of the most intense 
rivals in NBA history. Now Electronic 
Arts is bringing the competition to 
the Super N ES using the full roster of 
players from the 1990-91 season. 
You choose any two teams for a 


kid- 




■ S. ^ 







Super NES translation. This 
simuiation re-creates the V'r 
rise of railroading from 
humbie beginnings to worid \ 
power. Expect an impres- 
sive ievei of reality without a 
sacrifice in playablility. It’s 


scrimmage game or pick one 
team to mokjgjynto and 1|irough 
the playoffs. 


LEGENU OF THE.. MYSTICAl, 
NINJA... in this game, you must 
rescue a princess — but this 


customize your car with the 


Konami title isn’t just any rescue- addictive and — don’t teli prize money. 



the-princess adventure. You and 
a friend can work together to win 
carnival games, ride tigers through 
a jungle, battle a Dragonbeast, 

and ultimately re- ^ 

turri a ghost prin- 

cesstoherthrofik If 

you earn enough; . 

power in the ten- 

ievei game, you 

can even fly! 


anyone — educational, too. 


TEST DRIVE... Accolade's Test 
Drive games are the most popular 
driving simulations for PCs — and 
now the company is using its ex- 
pertise to bring Test Drive to the 
Super NES. This is a driving simula- 
tion — don’t expect sniper cars or 
landmines. Instead, you choose a 
car by studying its engine and op- 
tions, then take to the open road. 
Watch out not oniy for pothoies 
and road hogs, but aiso for cops. A 
speeding ticket won’t help your 
chances of finishing the course. . 


SMARTBALL. 


Axion is the good 
brother, the one who’s in iine for the 

throne. Kraxis is his 

I not-so-nice youn- 
ger sibling, who 
^^^^JLA|^,|eeks help from a 


wMh to grab the 
throne. But unfor- 
tunately for every- 
one, the witch 
takes the throne 
herseif and turns 
Axion into a jeily 
bean. In Sony 
Imagesoft's family 
adventure Smartbali (formerly 
called Jelly Bean,) you must help 
Axiom survive an eight-worid fairy 
kingdom and recover his crown. 


I ’ M WITH YOU 
DR. YANG. ” 


NOSFERATU... 

Seta has based this 
vampire-hunt on 
the German version 
of the Dracula story. 

Expect dark cadies, evil creatures, 
and sharp, sharp fangs as you 
search for the dangerous vam- 
pire. 


MYSTICAL NINJA 


TRUE GOLF CLASSICS. . . W^ae, 
home of the PGA Hawc^n Open 
Golf Tournament, ha* been pains- 
takingly reproduced in 1<6-bit 
graphics in T&E Soft's True Golf 
Classics: Waialae Country Club. 
You can compete witho pro or with 
your own foursbme In tournament, 
practice, match, or stroke play. A 
second game in the series. Pebble 
Beach, is also in the works. 


PAPERBOY 2. . . Mindscape's Pa- SMABi / / V In this futuristic game 

perboy 2, the sequel to the popu- from Acclaim, players armed with 

lar arcade game, puts the same lasers, grenades, and.smart bombs 
poor paper carrier on an even fightmutantsandrobotsinfrontofa 
more difficult route. This time he live audience. The winner doesn’t 

must face obstacles such as ad- earn prize money and gifts — he 

verse weather conditions as well gets to live instead, 
as skateboarders, dogs, and 

reckless drivers. But POpetboy 2 mUPsH 7 HJuj-Pt-A-Ai!... High- 
also has theme houses with spe- speed racing is the ticket in Si/perF- 
cial bonuses to hit,:such as open / from Seta. This translation of an 
windows and columns. NES game features scaled corner- 

ing, senhi-automatic shift assistance, 
RAILROADTYCOON. ..Thawasone 'an^ a battery-backup memory, as 
of our favorite PC giiynes of 198»^, seven rival teams compete in a 
and MicroProsepromisesafaithful racingseason. Keepwinning— you 


- :Ajr/iPi.'\AJ: A: :... Mlndcraft 

is translating Origin’s hugely popu-” 
lar PC flight simulator to the Super 
NES. In Wing Commander, you’re a 
futuristic space jockey whose mis- 
sion is to help end the bloody 25- 
year war against the Kilrathi, an 
aggressive race of giant catlike 
warriors. 




RYNE SANDBERG CHALLENGES YOU TO PLAY THE PERFECT GAME! 


This is it! The most realistic baseball you can play without putting on a uniform! 

New Super Bases Loaded for the Super Nintendo Entertainment System. 16-bit big! 16-bit exciting! With larger 
players. Dramatic new camera moves that stopjust this side of 3-D! And the most exciting new element in NES 
game play— the game rates you in 13 skill categories. 

Play your way up through five levels of difficulty. The better you get the harder it gets— until you face the 
ultimate challenge— to play the "‘perfect game" against the toughest team ever to step across the chalk lines. 

Ryne Sandberg calls Super Bases Loaded “The most exciting game on the NES field." You will too— as you pick 
your team, bring in relievers, lead-offand steal titid swing for the fences in nine innings of pure baseball excitement. 

Super Bases Loaded isn’tjust a field of dreams. It's a baseball dream come true! 

Win a personally autographed Ryne Sandberg collector's edition portrait poster! 

Enter the Bases Loaded 3™ “Perfect Player Sweepstakesr 
Over $35,000 in Prizes! 

• 700 Grand Prizes! Personally signed and numbered, limited edition Ryne Sandberg Portrait. Printed on museum 
quality paper. Collector's item. 

• 50 First Prizes! Bases Loaded 3 Jackets. 

• 100 Second Prizes! 1-year subscription to TOPPS Magazine. 

See Bases Loaded 3 game box for details. 


Jaleco”andRyneSanc>bergPlaysSuperBasesLoaded'aretrademarksandregisteredtrademarKs . . 

Super Nintendo' Entertainment System' is a registered trademark of Nintendo of America Inc. @1991 Jaleco USA Inc. 
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Actraiser 

After you’ve finished piaying 
Enix’s Actraiser in its reguiar 
mode, you con seiect a spe- 
cial gome mode. When the 
title screen appears, move the 
game icon below “New 
Game.” The word “Special” 
appears. Now you can play 
through the game without 
going into the creation mode. 
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Hole in One 

To get a special selection of clubs 
in HAL America’s Hole in One, type 
“Metal Play” instead of your name 
(you get a second opportunity to 
give your name). Once you start 
playing, your special clubs give 
you an extra 20 or 30 yards on each drive. 

For a sound test, type “BGM” at the memory/shot 
password screen. Now you can hear all the great music — 
including that true hit, “Baked Pie.” 
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wux^ings 

,Here are the sti^ttification 
c®ite» for eaG{ii level of 
Nintendo’s PlloMags. The 
codes odd difficult weather 
l^ndltions, plus the opportu- 
^ty t o pilot a helicopter. 

000000 
level 1 985206 

3:»94391a.rJl 


F^&ro 

To get a super boost Trom the starting 
line in Nintendo’^Ziero, hold down the 
accelerator before the race begins to 
shoot off the starting line. Immediately 
pull out in front of your competitor — as 
he jumps off the staring line, he’ll slam 
into the back of your vehicle and 
rocket you forward. 


opter Mission 1 (Clear 
fherl daylight hours): 


level 5: 400718 
level 6: 773218 
Level 7: 16541 1 
Level 8; J60357 


^licopter Mission 2 (Overcast 
wetlther, night mission)! 
88^3 


DariusTvuin J - , 

To get 50 men in/Taito’s Darius Twin: During the title 
screen, press and hold Left and Right on the top of the 
,^ecoi^ controller. Then press Select and Start on the 
yirst controller. This works for both one- and two-player 
*^mes. □ , 

i (Editor’s lioto^ We found this code whiie 
l^iaying the Japanese version of Danus 
nwm.HoweveraJaitospokespersonsaid 
thqtlittiewouidcharig^ 


Sufijer 
Mario- < 
Wortq ; 

In Nipl^hdc^^s^ 
Super ’Mario 
Worid, its posr 






"WOW! 


. . .THE HOTTEST GRAPHICS WE'VE EVER SEEN!" 

-GamePro TV 

"...INTRODUCESASENSE OF REALITY NEVER 
BEFORE SEEN ON THE SUPER NEST 

-VideoGames and Computer Entertainment Magazine 


"SETS A NEW STANDARD IN VIDEO 
GAME ANIMATION... SUPERB! 
LIKE PlAYING THE MOVIE!!" 

-Game Players Magazine 


"AWESTRUCK!" 

-Electronic Games Monthly 
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By flattening uneven terrain and cre- 
ating new land, you make it possible 
for your people to plant more crops. 
Over time, they gradually improve 
their living standards. Their first shel- 
ter is a simple mud hut. 


In the beginning, there was Genesis. The first 
world is typical — tiny settlements of 
primitive people on small islands separated 
by a large body of water. 


Here are the details of the main game screen. The Book of Worlds (upper left) is a map of 
the entire world; the area indicated by the cursor is magnified in the center of the main 
screen. The Manna Bar (upper right) is a gauge which measures how much power you 
command as a god; as your people grow more prosperous, you become more powerful 
and can work more miracles. The first group of Command Icons (lower left) allows you 
to influence the behavior of your people; you can tell them to settle, defend, invade, make 
a strong leader, and so on. The second group of Command Icons (lower right) lets you 
devastate the evil tribe with knights or natural events such as swamps, volcanoes, and 
floods. It also gives you control over various other game functions. 


or 


Tom R. Halfh 


Populous is one of the most 
unique and intriguing strategy 
games ever. You literally play a 
god, matching wits with an evil 
deity controlled by the game 
system. Each god oversees a 
small tribe of people who start 
life on a very primitive level. By 
working miracles and influ- 
encing the behavior of your 
people, you help them grow 
more advanced, more prosper- 
ous, and more numerous. Your 
eventual goal is to overcome 
the evil god's people so you can 
advance to the next world. 

Although you play a god, 
your control in Populous is a lot 
less godlike than in most other 
videogames. In fact, you have 
no direct control at all over the 
little people on the screen. They 
behave as if they have free will 
and go about their lives with- 
out your intervention. They ex- 
plore the land, decide where to 
settle down, build homes, plant 
crops, bear children, and de- 
fend themselves against at- 
tackers — all with little or no 
action on your part. 






Stone cabin 


Stone hut with thatched roof 


Straw hut 


Timber and stone house, plus new neighbors 


Stone fort 


Small castle 


Fortified town 


But the evil god isn't 

idleinthemeantime. ' t 

His tribe is also . -i' 

building farms, cas- 
ties, and towns. If 

you have enough power (indicated by the Manna Bar), you can damage or 
wipe out some of their settlements. 


You influence their behav- 
ior in less direct ways. For ex- 
ample, you have the power to 
flatten out the land by lower- 
ing hills and filling in valleys. 
You can even create new land 
where nothing but water ex- 
isted before. The more flat land 
you create, the more crops your 
people can grow. And the more 
crops they grow, the better their 
lives become. Your people 
learn to make more advanced 
tools; they build bigger houses, 
eventually progressing to 
castles and walled towns; and 
they bear more children, who 
grow up to leave home and 
build new settlements of their 
own. 

Meanwhile, however, the 
evil god is doing the same thing 
with his tribe of people. Pretty 
soon the world gets crowded, 
and that's when the war starts. 
One tribe invades the other's 






Earthquake 



The Great Flood: Before 


sr^f’ 




BiP«k fL £ t . 

The Great Flood: After 




Swamps 


territory, and the ensuing 
battles are fought hand to 
hand, farm by farm, town by 
town. 

Again, you have no direct 
control over this combat, but 
you can use your powers to 
help your people. You can 
command them to build up a 
strong leader, and you can ap- 
point knights who attack en- 
emy farms and castles. You 
can wipe out evil settlements 
by striking them with earth- 
quakes, swamps, volcanoes, 
and floods. You can even de- 
clare "Armageddon" — a 
cataclysmic event in which all 
the people of both tribes aban- 
don their homes and join to- 
gether for one final battle. 


j By unleashing a flood, you can de- 
' stroy all settlements on low-lying 
land. But watch out — don't drown 
I your own people! For instance, this 
I god has only one settlement on higher 
I land... 


I -V 

.and now all but one of his own 
people are gone, giving the evil tribe 
r the upper hand. Notice how the map 
changed in the Book of Worlds (up- 
per left). 



You can choose from nine other landscapes in addition to the 
basic Grassy Plains. This alters the appearance of the land, 
the people, and the structures. It also affects game play — 
some terrains make survival and advancement more difficult. 


I The Landscapes of Populous 




■■ 








Snow & Ice: another hostile climate. Sur- I 
j vival without a settlement is almost im- 1 
I possible. 




Desert: a harsh, dry environment. 
People can't walk very far without 
dropping. 
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Piglet World: The ter- 
rain resembles Grassy 
Plains, but the people 
are little pigs, and 
knights look like 
wolves. 


Cake Land: The landscape is a check- 
ered tablecloth, and structures are 
cakes and candies. People are tiny mice. 


Rock & Lava: It takes a lot of your power to flatten this rocky 
land. 


Japanesque: the archi- 
tecture of medieval Ja- 
pan. Knights are samu- 
rai warriors. 


Bit Plains: People are computer bugs, 
and buildings are videogame machines 
and computers! You see everything 
from Game Boys and 8-bit NES systems 
to Super Famicoms and Cray 
supercomputers. 


Silly Land: People are alien creatures and their settle- 
ments resemble space stations. 


Although Populous some- 
times requires fast action to 
keep up with a quick-witted 
evil god, it's definitely a think- 
ing person's strategy game. It 
first appeared on the Amiga 
computer in 1989, then moved 
to the PC and Sega Genesis. 
The Super NES version is an 
outstanding translation whose 
graphics and features closely 
match all previous versions. 
With 989 worlds to conquer — 
each one different and more 
challenging than the last — 
it's a game you can enjoy for a 
long, long time. 


Francaise: a landscape dotted with 
European castles, towers, and 
arches. The good tribe's settle- 
1 ments fly the French flag. 


If you overcome the evil tribe, the evil god chal- 
lenges you to another contest on a more advanced 
world. Different worlds call for different strate- 
gies, and the evil god's skill and speed improve 
each time. There are 989 worlds in all, each with a 
password so you can resume where you leave off. 


Acclaim; 71 Audrey Avenue; 
Oyster Bay, NY 11771 
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ighting a virus 
usually means 
I taking medicine 
n and getting plenty 
of rest — but in 
Ultraman it J 
means squar-^J 
ing off in a fight-to-the-death^^B 
against big, ugly monsters who'll ^ 
do a lot more than give you a runny „ 
nose. 

Gudis, an evil virus that travels 
through space wiping out any com- 
peting life form it meets, 
has infected Earth. Of v- _ 
human beings 


Ultraman 
readies 
himself for 
battle. 


The jump kick 
is effective 
against this 
first creature. 


course, 

present obvious com- 
petition for Gudis, so 
he's spawned a band of 
monsters whose only 
purpose in life is to wipe 
out the human race. 

That's where Ultra- 
man comes into the 
picture. Ultraman has 
been battling Gudis as 
the virus neared Earth, and now the 
superhero must go toe-to-toe against 
Gudis' mutant creations to save the 
world from destruction. Because 
Earth's polluted atmosphere is deadly 
to the superhero. Ultraman has en- 
tered the molecular structure of a 
human. Jack Shindo, in order to sur- 
vive on our planet. 

Fortunately, Jack can transform 
into the tall, mighty Ultraman when- 
ever he faces off against a monster. 
But he can remain Ultraman for only 
^ three minutes before reverting back 
g to the normal-sized Jack, 
g Ultraman may have a big job 
< ahead of him, but he's been doing 
^ this sort of thing for years. Back in 
O the '60s, Ultraman was the star 
E of one of the strangest and 
Q campiest TV series ever. In 
each episode of the Japanese- 
made show, a group of young 
scientists — aptly called the 
Science Patrol — would discover 
a new monster that only i 
Ultraman could defeat. Despite ■PJ 
a dubbed English soundtrack J 
and comical special effects, the 
show gained a cult following .PB 


Jack Shindo shows 
that he’s not afraid 
of a little action. 


An ultra throw puts a 
damper on this dou- 
ble-headed mon- 
ister’s assault. dH 


You get good results with 
an uppercut, but you must 
move in dangerously 
close to land a puncb. 


;..and ..as yoQ! 
can see, if works 
pr^well! 


The monster in 
the seventh 
stage won’t 
hesitate to 
jump you. 


Ultraman uses Burning 
Plasma to finish 
off each mu- I 

tant creation.. I 


What’s this — a 
back flip? Ul- 
traman proves 
he’s as agile as 
he is big. 


Stephen Poole 
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The jump kick 
is effective 
against this 
first creature. 


course, human beings 
present obvious com- 
petition for Gudis, so 
he's spawned a band of 
monsters whose only 
purpose in life is to wipe 
out the human race. 

That's where Ultra- 
man comes into the 
picture. Ultraman has 
been battling Gudis as 
the virus neared Earth, and now the 
superhero must go toe-to-toe against 
Gudis' mutant creations to save the 
world from destruction. Because 
Earth's polluted atmosphere is deadly 
to the superhero. Ultraman has en- 
tered the molecular structure of a 
human. Jack Shindo, in order to sur- 
vive on our planet. 

Fortunately, Jack can transform 
into the tall, mighty Ultraman when- 
ever he faces off against a monster. 
But he can remain Ultraman for only 
three minutes before reverting back 
to the normal-sized Jack. 

Ultraman may have a big job 
ahead of him, but he's been doing 
this sort of thing for years. Back in 
the '60s, Ultraman was the star 
of one of the strangest and 
campiest TV series ever. In 
each episode of the Japanese- 
made show, a group of young 
scientists — aptly called the 
Science Patrol — would discover 
a new monster that only ^ 
Ultraman could defeat. Despite 
a dubbed English soundtrack J 
and comical special effects, the 
show gained a cult following 
when it was syndicated in the U.8?"" 

But now the oversized hero is the 
star of both a Super NES videogame 
from Bandai and a new syndicated 


An ultra throw puts a 
damper on this dou- 
ble-headed mon- 
ister’s assault. 


You get good results with 
an uppercut, but you must 
move in dangerously 
close to land a puncb. 


Ultraman uses Burning 
Plasma to finish 
off each mu- I 

tant creation..^^^! 


Shield offers 
temporary^ 
protection 
against most 
types of at-; 
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television show, "Ultraman: Towards 
the Future." What's more, the 
videogame is closely linked to the 
TV show, with many of the same 
monsters and with Ultraman per- 
^^^orming the same sort of moves. 
In the new half-hour show. 
Jack Shindo is a member of 
wmfr the UMA, a group of scientists 
who aren't afraid to get their 
, hands dirty in combat. The UMA 
is hot on the trail of Gudis, so it's 
no surprise that they find them- 
selves in scrapes with uppity mutant 
monsters on a regular basis. Despite 
their bravery, the young scientists of 
the UMA are no match for the mon- 
sters they encounter — it's up 

! Ultraman to save the day. 

The new "Ultraman," devel- 
oped by Tsuburaya productions 
and the South Australian Film 
Corporation,isafarcryfromthe 
earlier series. Much of the show 
is shot on location in Australia, 
and the beauty of the landscape 
really shines through. There's 
no need to dub the show into 
j¥(i UMA team discusses Gudis’s English, thanks to an Australian 

cast. And the special effects, 
though not as good as what you 
might see in a multimillion dollar 
Hollywood production, are just as 
good as those found on many action 
shows currently in syndication. 

Although there's a lot of interac- 
tion between characters in the TV 
show, the videogame is pure action, 
mmmmmmmmm with Ultraman 
2-28 I duking it out 

I against a hefty 
^ - In assortment of 
monsters. To get 
thi'ough the 
game's nine lev- 

els, you must 

nan s spin-kick ' 

g ,_.i master a wide va- 

-fast. , „ . 

riety of offensive 

and defensive moves ranging from 
the ultra spin-kick to the ultra shield. 

Even if you've conquered all the 
monsters in Ultraman, don't think 
that your work is over. You can never 
tell when a bevy of new monsters 
ready to smash our planet to 
smithereens will appear on the hori- 
zon.... 

G¥> 


Ultraman 
readies 
himself for 
battle. 


undo shows 
's not afraid 
s action. 


The monster in 
the seventh 
stage won’t 
hesitate to 
jump you. 


What’s this — a 
back flip? Ul- 
traman proves 
he’s as agile as 
he Is big. 





You’re on your own after 
this drawbridge closes. 


Push up on the direct- 
ional pad of your 
controller to open this 
gate — but first make 
sure no bats are 
headed your way from 
the other side. 


Simon used to eat leg 
of werewolf, but now 
he prefers pork chops. 
Whip this wall for a 
rejuvenating snack. 


In Castlevania IV, 
Simon’s whip can 
be used as a 
means of trans- 
portation as well 
as a means of 
destroying evil. 


Here's a dose-up look at the first 
four levels of Castlevania IV. We'll 
guide you through the last seven lev- 
els of the game in an upcoming issue 
and include the hints and tactics that 
make going whip-to-fang with the 
world's most famous vampire just a 
little bit easier. 


to hard-to-reach spots. The new ways 
to use weaponry give Castlevania IV a 
lot more variety than the earlier games 
in the series. 

Game play slows down slightly 
when there's a lot of movement on the 
screen, but thanks to the way all the 
Castlevania games are structured — 
only a few enemies are on-screen at 
any time — it doesn't happen very 
often. 


Dracula without thinking of those 
vampire-hunting Belmonts. 

The Castlevania series has arrived 
for the Super NES in the form of 
Castlevania IV. Although fans of pre- 
vious games will find that many of the 
essentials have remained the same, 
the improved graphics in this install- 
ment — along with several new tricks 
for Simon to perform breathe new 
life into an old favorite. 


The Mystical Whip hasn't failed 
Simon in the past, and that's what he 
uses against most of the ghouls and 
monsters he meets in Castlevania IV. 
You can also carry one other special 
weapon: either a dagger, axe, boomer- 
ang, fire bomb, or a watch that freezes 
all on-screen enemies. Power-ups and 
potions include hearts (how many 
hearts you've collected determines 
how many times you can use the spe- 


cial weapon), crosses (which destroy 
every enemy in sight), and an invis- 
ibility potion that lets you scoot past 
the bad guys. 

Besides the knockout graphics, the 
biggest change in Castlevania IV is the 
way Simon uses his whip. You can 
now aim in eight directions: horizon- 
tally, vertically, or diagonally. You 
can also swing the whip in a circle, or 
even wrap it around rings and swing 


100 years, giving Evil a new chance to 
spread havoc in our world. Of course, 
in Transylvania, Evil is just another 
term for that relentless bloodsucker, 
Dracula. And if you're like most gam- 
ers, it's almost impossible to mention 
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Stephen Poole 


There's a Trans- 
ylvanian legend I 
that says the ■ 
forces of Good j 
weaken every : 
a new chance to ‘ 
spread havoc in our world . Of course, j 
in Transylvania, Evil is just another i 
term for that relentless bloodsucker, ; 
Dracula. And if you're like most gam- ' 
ers, it's almost impossible to mention , . i 


Dracula without thinking of those 
vampire-hunting Belmonts. 

The Castlevania series has arrived 
for the Super NES in the form of 
Castlevania IV. Although fans of pre- 
vious games will find that many of the 
essentials have remained the same, 
the improved graphics in this install- 
ment — along with several new tricks 
for Simon to perform — breathe new 
life into an old favorite. 



100 years, giving Evil 



The Mystical Whip hasn't failed 
Simon in the past, and that's what he 
uses against most of the ghouls and 
monsters he meets in Castlevania IV. 
You can also carry one other special 
weapon: either a dagger, axe, boomer- 
ang, fire bomb, or a watch that freezes 
all on-screen enemies. Power-ups and 
potions include hearts (how many 
hearts you've collected determines 
how many times you can use the spe- 
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In Castleuania IV, 
Simon’s whip can 
be used as a 
means of trans- 
portation as well 
as a means of 
destroying evil. 


dal weapon), crosses (which destroy 
every enemy in sight), and an invis- 
ibility potion that lets you scoot past 
the bad guys. 

Besides the knockout graphics, the 
biggest change in Castlevania TV is the 
way Simon uses his whip. You can 
now aim in eight directions: horizon- 
tally, vertically, or diagonally. You 
can also swing the whip in a circle, or 
even wrap it around rings and swing 


to hard-to-reach spots. The new ways 
to use weaponry give Castlevania IV a 
lot more variety than the earlier games 
in the series. 

Game play slows down slightly 
when there's a lot of movement on the 
screen, but thanks to the way all the 
Castlevania games are structured — 
only a few enemies are on-screen at 
any time — it doesn't happen very 
often. 


Here's a close-up look at the first 
four levels of Castlevania IV. We'll 
guide you through the last seven lev- 
els of the game in an upcoming issue 
and include the hints and tactics that 
make going whip-to-fang with the 
world's most famous vampire just a 
little bit easier. 
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You can usually throw special weapons only one 
at a time. Grab this icon to toss two at once — 
a real bonus when the action gets hat. 



Spiked chandeliers fall on you as you walk through 
this area. Whip upward diagonally to smash them 
before they drop. 



The boss of level 1 is a skeletal warrior. 
You should be able to take care of him 
with just your whip. 


Don’t bother trying to 
reach this candle near the 
start of level 2. Normally, 
you’d want the boomerang 
it hides, but you can find 
one just a little farther in 
your journey — and 
grabbing this one means 
going back over ground 
you’ve already covered. 
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As long as you keep jumping, this 
mud isn’t deadly. 



Pick up this 
hidden cache of 
food before 
facing the boss 
of level 2. 



The boss is 
easy to de- 
feat — 
long as you 
didn ’t re- 
place your 
boomerang with the dagger. Kneel to avoid her 
freeze spells. 
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GO NINTENDO 
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Are you nutty for the latest Nintendo® action? It's all 
herein GAME PLAYER’S STRATEGY GUIDE to Nintendo® 
Games. We've gottop-secret hints and tips for all the 
NESfavorites— not only the newest games, but some 
of the great classicsl And we've got plenty of cover- 
age for Super NES and Game Boy^^, fans, tool 

So if you ' re a Nintendo® nut, sign up for all the 
hottest aotion while the price is righti 
Now you can snag GAME PLAYER’S 
STRATEGY GUIDE to Nintendo® 
Games for less than $ 1 .50 an 
issuel That's righti 12 manic 
issues for only $ 1 7.95! 

CALL TOLL-FREE NOW! 
1 - 800 - 222-9631 


Basic subscription price for 12 issues is $26.50. Single copy price is $3.95. Canada one-year subscription is $32.05 U.S. 
(includes postage/GST# 1 28220688). Other foreign add $2.00 per issue to cover postage. Payments in U.S. currency drawn on 
a U.S. bank must accompany all foreign orders. Nintendo, Super NES, and Game Boy are registered trademarks of Nintendo ol 
America, Inc. Signal Research, Inc. is not affiliated in any way with Nintendo of America, Inc. 





Smash these blacks with your whip to find a 




If these floating hands grab you, 
they drain all your hearts in a matter 
of seconds. 


Don’t let the current carry you into the spikes in 
the floor of this aqueduct. One touch means 
instant death. 


These fire-creatures multiply when you whip 
them, but their sluggishness makes them easy 
prey — just be sure to keep a safe distance. 



Mermen attacking from below and 
columns dropping from above seem to 
make this a really hairy spot. Stand 
here and wait for four columns to drop 
— none fall after that, and the mermen 
stop attacking, too. 


Your best tactic here is to 
keep moving and attack 
only the creatures directly 
in your path. 



*.>0<>0g3: 0<>0 | V- | BI-OCK 3-3 

frMeTMV , J '• I TT— cr ^ 

........... ^ 




' €■'. 


-frr 


-=i 


t 


-•■Ha 


Use your ability to whip upward to 
finish off this skeletal serpent from a 
safe spot. 
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r/i/s double-headed monster is the 
boss of level 3. Stand on the middle 
platform and toss boomerangs as 
you constantly whip, but be ready 
to retreat to the far right when 
attacked. 



Watch out for these tiles — they flip over 
at the slightest touch. Jump to the next 
tile as soon as you land on one. 


This huge skull with a long, 
snakelike tongue looks like a boss, 
but he’s only the prelude of what’s 
to come. Stay to the left and whip 
as fast as possible. 


The room begins 
to rotate after 
you defeat the 
skull, threat- 
ening to send you 
into a bed of 
spikes. Grab the 
ring with your 
whip and hold on 
for dear life. 




One of the most 
graphically 
impressive 
parts of the 
game, this 
room — which 
looks like the 
inside of a barrel or tube — begins to spins around you. 
Look out for skeletons that appear from the red holes. 



Study the timing of these moving blocks 
to avoid being crushed. Search nooks 
and crannies for special weapons — the 
level 4 boss is just ahead. 


This stone creature guards 
the entrance to level 5. Stay 
to the far left as you toss 
special weapons, preferably 
the axe or the boomerang. 
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Chris Slate 

When Cecil was appointed cap- 
tain of the renowned Red Wing 
fleet in the land of Baron, he 
couldn't foresee the trouble 
ahead. It seems that the formerly 
good king of Baron has recently used the 
Red Wings to plunder peaceful towns 
and injure defenseless people. Why has 
the king changed? And what is he after? 
When Cecil begins asking these ques- 
tions, he's hurled into an adventure un- 
like any other. 

Final Fan tasy 11 follows the usual role- 
playinggame (RPG) structure, butthere's 
one enormous exception: It has a story. 
Other games in the RPG genre may claim 
to be role-players, but all you actually do 
is gain experience, find new weapons. 



and fight monsters — there's 
no person-to-character interac- 
tion that defines )'o/e-playing. 

Its huge plot makes Final 
Fantasy II loads of fun to play, 
and the colorful graphics and excellent 
soundtrack don't hurt, either. You meet 
countless people, and the roller-coaster 
storyline really keeps you guessing. All- 
in-all, Final Fantasy II is one of the best 
role-playing games we've ever seen. The 
only bad thing about it is that now its fans 
have to wait months for Final Fantasy III. 

Here's an introduction to this im- 
mense game. You can check out the 
characters, the modes of transportation 
— and get enough strategy to send you 
deep into the world of Final Fantasy II. 






° child, a great tragedy befalls Rydia, 
|f and Cecil and Kain take her in. What makes Rydia 

: special is her ability to call upon Other creatures to help her in time 

of need. At higher levels, she also learns deadly black magic. 


■nllFm EdQC is a powerful ninja that you meet once you’re deep 

into the game. He can wield most of Cecil’s swords, but 
* he’s best with throwing darts. He also has special ninja techniques 
that no one else can use. You can count on him in tough sikiotions. 


gfiM] 


SW begins the adventure with you, but he occasion- 
■*“ ally disappears during the game. While he's well skilled 
with several weapons, his real combat strength lies in his jump- 
attack. It does more and more damage as he gains levels. Keep an eye 
on him though.... 




When you first leave Baron, Rosa stays behind. Butfote 
® brings you back together during your quest. Rosa has 

W the most power^l white magic in the game. You can count on 

her to heal the party’s wounds and pull the wool over the enemy’s eyes. 


V Cecil’s your main character. He begins as the captain 
of Baron’s air force before undergoing drastic changes 
during the adventure. He’s at his best with a sword in his hand, and 
he learns to use white magic later in the game. 


Airship 2 

When your party gets 
barricaded under- 
ground, Cecil builds 
a new Airship 
equipped with a drill 
toburrowbacktothe 
surface. 


The Big Whale 

Your adventure ulti- 
mately leads to the 
moon , but an airshipjust 
can'tfly thatfar. Where 
can you find the Big 
Whale? Just keep wish- 


Hovercraft 

You can find this, your first mode 
of transportation, near 
Damcyan. It can take you to 
new places by hovering over 
the stones that lie in the ocean. 


Airship 1 

This is your first air- 
ship. You should be 
happyto learn that 
nothing can attack 
you while you're 
flying in it. Later, it's 
fitted with a claw in 
order to carry the 
hovercraft. 


Here's a closer look at the 
Big Whale. You can plot 
your course using the con- 
sole in the front of the ship. 

The crystal behind the con- 
sole activates interplan- 
etary traveling. There'sarest 
area where you can regain your strength in the middle 
of the ship, and the curious-looking baggage handler in 
the back keeps track of your items. 




Crew: Uhy ere we robb ■ ng 
crys*tels -frotn innocent 
peopl e? 

Crew:TKci±' s our du'tx* 




The story opens up just as Cecil and his Red Wings have accomplished their latest mission: They've taken a crystal from 
the people of Mysidia and returned with it to Baron. Cecil believes what they've done is wrong, but the king punishes 
1 him when he speaks up. 





The king decides to have Cecil deliver 
a package at dawn to the town of Mist. 
Be sure to talk to everyone in the castle 
before retiring to your chambers — 
where Rosa is waiting for you. 


When you awake the next day, your friend Kain joins you, 
and together you leave for the town of Mist. Be sure to visit 
the town of Baron just outside the castle to prepare for your 
journey. 










Q. 



CTy Tc This is the 
-''■' j I Training Hall. 

' Talk to the 

many students that attend class hereto gather 
information. A man called Namingway can 
also be found here — he can change your 
name if you wish. 


Ifyourpart/ishurtor 
low in magic points, 
stay overnight in an 
inn. There's one 
found in every town. 




: ■ ■ 


... 





ftCut-el 
ftL. i 
AT en't 
Cc3if-t-o± 
S.Heoi1 
AEttherl 


3oep 

iSOGP 

ZOOGP 

506P 

lOOGP 

lOOOOGP 



■V^i. 


r 

iU Items 

Shop offers a 
varied selec- 
tion of goods, 
most of which 
help you stay in good health as 
you travel. 



These imps attack you early in 
the game. They aren 't difficult 
to destroy, so fighting them 
over and over is an easy way 
to build yourtreasury and gain 
experience. 
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This cave lies to the northwest ot 
Baron, and you must past through 
it to reach Mist. It's a good idea to 
save your game before entering 
— you oan't once your inside. 



Be sure to searoh every nook and 
cranny of the cave. Out-of-the- 
way treasure chests hold cure po- 
tions, tents, and other useful items. 




The dragon 
ofMistblocks 
the cave's 
exit. This is 
your tough- 
est fight yet, 
so besureto have some cure potions 
on hand. Use Kain 'sjump-attack and 
Cecil's sword-strikes. The dragon 
can't be hurt when it turns to mist, so 
parry until it reforms. 


Cecil and Kain are 
horrified to discover 
the real reason they 
were sent to the 
town of Mist — to 
destroy it! The pack- 
age Cecil carried 
sets the town on fire, 
leaving only one sur- 
vivor. 



The one 
survivor of 
Mistblames 
you for her 
mother's 


H death. 

G i r1 

Ka n 

190 

When you 

T i ■twn 

Cec i 1 

143X 222 

approach 




her, she 





summons Titan, a huge monster that 
cracksopentheground beneath your 
feet. 


Titan 's quake inadvertently knocks out your 
whole party — including the little girl. When 
you regain consciousness, you're lying in 
an open field. But Kain is missing. 



Cecil takes the injured girl to a northern 
town that lies near a pond in the middle 
of a scorching desert. 

















Sold 


Q-f-ficer: I -finctlly -found 
you, Cec i 1 ! 

Girl: • ! 

Ceci 1 : Wo >-1:1 


In an inn that 
night, Cecil is 
confronted by 
soldiers who have 
been sent for the 
girl.Afightfollows, 
butyou easily win. 
Now that you've 
proved your good intentions, the girl 
joins you. You find out that her name is 
Rydia. 


After exploring 
the town, con- 
tinue north- 
ward to an- j 
other cave. In- 
side, you find 
(among other things) this mysterious old man. He 
plays a vital role in your adventure. 
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CHRIS SLATE 

By now, most of you Super NES 
early birds have been playing 
Super Mario World and finding a 
healthy supply of tips and tricks 
— but we bet you haven't 
uncovered everything in this 
enormous game. With 96 stages 
to find and conquer, it's going 
to take most players quite a 
while. 

If you haven't yet cracked 
Super Mario World — or if 
you've only found 95 stages — 
join us for a tour of Mario 
World, from Yoshi Island to 
Cookie Mountain to the Valley 
of Bowser. We've combed 
through every level to find the 
hidden roads, secret castles, and 
hidden power-ups you might 
have missed. 

So what are you waiting for? 
There are mysteries to solve, 
Koopas to stomp, and — most 
importantly — a princess to be 
rescued! 
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MOVE OVER CBS. 
MOVE OVER NBC. 
MOVE OVER ABC. 


MOVE OVER ESPN. 
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Fell, it’s finally here. And it may be the 
biggest breakthrough in the history of the game. We’re 
talking about EASN, the interactive video sports net- 
work that has them buzzing from the boards of Madison 
Square to the so^ turf at the ’Stick. Check out the 
scouting reports for yoursefi. 



^ He’s been called Mr. Intensity. The biggest 
man in the league. Fact is, no one knows football like 
John Madden. And no video game for the Super NFS™ 
has the bone-jarring impact of John Madden Football. 
This game is so true coaches have used it for training. 
Square off with 29 pnKahber teams (including the 



All-Madden All-Stars). 

Player skills (includ- 
ing quarterback’s 
scrambhng) are rated 
and ranked because 
they’ll affect every play. 

Call more than 100 offensive 
and defensive plays from Madden’s actual playbook 
or use audibles at the line. Choose real weather hke rain, 
ice, snow and mud (as John says, 
real football players are mud- 
ders). Play on surfaces from the 
turf in domed stadiums to real grass. 

On passing plays check out all-new IsoVision™ with 
three isolation cameras covering your primary receivers. 
Watch them signal 
when they pass the 
first down marker or 
the end zone. And 
stand by for instant 

replays. You can watch in real time. View the action 




AVAILABLE FOR CHRISTMAS 


|| frame by frame. Even scan the field to spot blown 
% assignments. You’ll also find Madden’s one-on-one 
match-ups provide valuable insights for critical 
play-calling situations. 

Choose any team to play in the R^ar Season, 
or select one team and enter the play-offs. Then go for 
the championship gold. And what wifi big John have to 
say about your play? Stay tuned to EASN and find out • 


PGATOUR 

GOlf 

THE CROWD IS HUSHED 


rnmnima 


^ It’s all here. The pressure, the excitement and the 
challenge of professional golf. Welcome to the only game 
to make the cut, PGA TOUR Golf. 

Tee off against 60 top TOUR pros in real PGA TOUR 



COMI^G BEFORE TOE SNOW MELTS 


cat^ories like driving accuracy, par breakers and putting 
average. Take on four of the TOUR’s toughest courses 
(designed from actual 
PGA TOUR blueprints) 
and compete in three 
premier tournaments. 

Play in THE 

PUYERS CHAMPIONSHIP at TPC at Sawgrass, The 
Kemper Open at TPC at Avenel and The Honda Classic at 
TPC at Eagle Trace. Or take your best shot at the awesome 
PGA WEST Stadium Course. Ten PGA TOUR stars give you 
playing hints and comments. But, ultimately, it’s up to you. 

To succeed you’ll need to nail golf’s toughest shots like 
chips, punch shots and fringe putts 
(the 3-D putting grid lets you read 
I Wga SB3Hll all the breaks). True to life, totally 
authentic TV-style coverage gives you multiple camera 
views and spectacular aerial fly-bys (using the Super NES 
Mode 7 scaling and rotation). Plus, all new for the Super 
NES, it’s the exclusive EASN Ball Cam™ FoRow the flight 
of your shots from club face to ball mark. 






And if you think no one 
will see your heartbreaks, 
think again. Winning against this 
kind of competition will take all you’ve got And the eagle 
eyes of the EASN sports teams stay on you all the way. ffi 


BUILS VS. U\KERS 



PLAYOFFS 

STOR POP AND DROP 
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^ In one heart-stopping moment, the player leaps. 
Seemingly suspended in air, he eyes the basketThen, tongue 
out, he flips the ball from right hand to left 
Blind Bank. Two points. Championship! 

It must be the 1991 NBA Playoffs. And 



I now you can face off against moves like these and 

* the patented plays of l^ends like Bird, Barkley, 

Isiah, KJ, Clyde and David. It’s all part of Bulls Vs. 
Lakers And The NBA Playoffs for the Super NES. 

Representing the best of the best, the game features 
16 hot NBA teams plus the 1991 AU Stars, each with a full 
player roster and a complete set of accurate stats. Choose 
any two teams for scrim- “ 
mage or select one team 
to enter the playoffs. 

Asaplayer/coachyou’U 
have to expertly manage 
your bench, watching for foul trouble, and skillfully rotate 
in your second string to give your stars a rest 

And you’d better know the NBA rules. Refs call 
10-second backcourt violations, travehng, offensive and 
defensive fouls. Of course, the 24-second shot clock is in 
effect-so speed and agihty are critical. 

It’s all part of the hottest basketball game 
around this or any league. And what will the anchors 
at EASN be doing? You’ll find out at halftime, 



COMING FORTHEPUYOFFS 



^ To add to all the action,ioin the EASN Players 
Association. Members get advance notice on new EASN 
games (including aU the details and release dates) along 
with strategy hints from our all-pro design team. You can 
also get special sports merchandise offers not available 
anywhere else. 

That includes the entire EASN Players kit: EASN 
baseball cap; EASN Sunglasses and SnugZ™ EASN 

Free with your EASN Membership kit! A 15-card pack 
of the 1991-92 Edition of SkyBox™ NBA Trading 
Cards. Hi^ tech graphics with action shots on the 
front and personality shots on the back showct^ 
both on-court stars and off-court celebs. There are 
350 cards in total, so start your collection today! 

slKivinidlx ^ 

Players Association jumbo sticker, EASN Players Asso- 
ciation stickers; EASN Players Association school folder 
and pencil; John Madden Football ruler; EASN embroi- 


dered patch, plus a personalized membership card. And 
if that isn’t enough, as a member of the Players Association 
you’ll get SkyBox™ Series II NBA Trading Cards. • 

It’s a huge value, so start 
working out by sending in 
your check, money order or 
VlSA/MC/DISCOVERfor 
SIO plus 1450 shipping 
and handling to EASN Players Association, 

P.O. Box 7530, San Mateo, CA 94403-7530. Call 
415-571-7171 ext 555. Allow 44 weeks for delivery. 
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"ell, it’s finally here. And it may be the 
biggest breakthrough in the history of the game. We’re 
talking about EASN, the interactive video spits net- 
work that has them buzzing from the boards of Madison 
Square to the soggy turf at the ’Stick. Check out the 
scouting reprts for yourself. 


JOHN MADDEN 

HKnMU. 


tTSSMIDOWNANDLONG 
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► He’s been called Mr. Intensity. The biggest 
man in the league. Fact is, no one knows football hke 
John Madden. And no video game for the Super NFS™ 
has the bone-jarring impact of John Madden Football. 
This game is so true coaches have used it for training. 


Square off with 29 pnecaliber teams (including the 

/ 



All-Madden All-Stars). 

Player skills (includ- 
ing quarterback’s 
scrambhng) are rated 
and ranked because 
they’ll affect every play. 

Call more than 100 offensive 
and defensive plays from Madden’s actual playbook 
or use audibles at the hne. Choose real weather like rain, 
ice, snow and mud (as John says, 
real football players are mud- 
ders). Play on surfaces from the 



turf in domed stadiums to real grass. 

On passing plays check out all-new IsoVision™ with 
three isolation cameras covering your primary receivers. 
Watch them signal 


when they pass the 
first down marker or 
the end zone. And 
stand by for instant 



AVAILABLE FOR CHRISTMAS 


replays. You can watch in real time. View the action 
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frame by frame. Even scan the field to spot blown 
assignments. You’ll also find Madden s one-on-one 
match-ups provide valuable insights for critical 
play-calling situations. 

Choose any team to play in the R^ar Season, 
or select one team and enter the play-offs. Then go for 
the championship gold. And what will big John have to 
say about your play? Stay tuned to EASN and find out • 



^ It’s all here. The pressure, the excitement and the 
challenge of professional goE Welcome to the only game 
to make the cut, PGA TOUR GoE. 

Tee oE against 60 top TOUR pros in real PGA TOUR 


categories like driving accuracy, par breakers and putting 
average. Take on four of the TOUR’s toughest courses 

PGA TOUR blueprints) 
and compete in three 
premier toumamente 
Play in THE 

PLAYERS CHAMPIONSHIP at TPC at Sawgrass, The 
Kemper Open at TPC at Avenel and The Honda Classic at 
TPC at Eagle Trace. Or take your best shot at Eie awesome 
PGA WEST Stadium Course. Ten PGA TOUR stars give you 
playing hints and co mm ents. But, ultimately, it’s up to you. 

’E need to nail goE’s toughest shots Eke 
chips, punch shots and fringe putts 
(the 3-D putting grid lets you read 
aE Eie breaks). True to Efe, totaEy 
authentic TV-style coverage gives you multiple camera 
views and spectacular aerial fly-bys (using the Super NES 
Mode 7 seating and rotation). Plus, aE new for Eie Super 
NES, it’s the exelusive EASN Ball Camr Follow the flight 
of your shots from elub face to baE mark. 


To succeed you 








MIBtllCnilE SPORTS 

AND, OF COURSE. THE 








And if you think no one | ! 

will see your heartbreaks, 
think again. Winning against this 
kind of competition will take all you’ve got And the eagle 
eyes of the EASN sports teams stay on you all the way. ^ 

BUliS VS. LAKERS 



PLAYOFS 

S10R POP AND DROP 
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^ In one heart-stopping moment, the player leaps. 
Seemingly suspended in air, he eyes the basket Then, tongue 
out, he flips the ball from right hand to left 
Blind Bank. Two points. Championship! 

It must be the 1991 NBA Playoffs. And 
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BULLS VS LAKERS 
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i now you can face off against moves like these and 
the patented plays of l^ends like Bird, Barkley, 
Isiah, KJ, Clyde and David. It’s all part of Bulls Vs. 
Lakers And The NBA Playoffs for the Super NES. 

Representing the best of the best, the game features 
16 hot NBA teams plus the 1991 All Stars, each with a full 
player roster and a complete set of accurate stats. Choose 
any two teams for scrim- 
mage or select one team 
to enter the playoffs. 

As a player/ coach you’ll pj 
have to expertly manage 
your bench, watching for foul trouble, and skillfully rotate 
in your second string to give your stars a rest 

And you’d better know the NBA rules. Refs call 
10-second backcourt violations, travehng, offensive and 
defensive fouls. Of course, the 24-second shot clock is in 
effect— so speed and agihty are critical. 

It’s all part of the hottest basketball game 
around this or any league. And what will the anchors 
at EASN be doing? You’ll find out at halftime. 
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COMING FOR mEPUYOFFS 




REAL GAME. 



► To add to all the action, join the EASN Players 
Association. Members get advance notice on new EASN 
games (including all the details and release dates) along 
with strat^ hints from our all-pro design team. You can 
also get special sports merchandise offers not available 
anywhere else. 

That includes the entire EASN Players kit: EASN 
baseball cap; EASN Sunglasses and SnugZ™ EASN 

Free with your EASN Membership kit! A 15-card pack 
of the 1991-^2 Edition of Sky Box™ NBA Trading 
Cards. High tech ^phics with action shots on the 
front and personality shots on the back showcase 
both on-court stars and off-court celebs. There are 
350 cards in total, so start your collection today! 

Players Association jumbo sticker, EASN Players Asso- 
ciation stickers; EASN Players Association school folder 
and pencil; John Madden FootbaU ruler; EASN embroi- 




dered patch, plus a personalized membership card. And 
if that isn’t enough, as a member of the Players Association 
you’d get SkyBox™ Series II NBA Trading Cards. • 

It’s a huge value, so star 
working out by sending in 
your check, money order or 
VISA/MC/DISCOVERfor 
110 plus 14.50 shipping 
and handling to EASN Players Association, 

P.O. Box 7530, San Mateo, CA 94403-7530. Call 
415-571-7171 ext 555. Allow 4-6 weeks for delivery. 






EASIV, Electrooic ArtsSponsINeEworkJohnMaddenFoocball.IsoVmoD, Ball Cam are trademarks of Electronic Arte. Actual screens from Super NES"' and Sega"' Gesesis?' Nintendo* Super 
Nintendo ErttertainmenlSystem* and Super NES"‘and the official seals are registered trademarb of Nintendo of America Inc.SnugZislhe registered trademark ofSnugZ USA. TPC, PGA 
TOURf THE PLAYERS CHAMPIONSHIP, Tlie Kemper Open, PGA West, and The Honda Qassicare registered trademarb. Sega and Genesis ate trademarb of Sega Enterprises Ltd. NBA isa 
registered trademark of the National Basketball Association. The individual NBA Team insignias depicted in this product are trademarb which are theexclusive property of therespective 
Teamsand mav notbe reproduced without the written consent of NBA Properties, Inc.SkyBox is copyright 1990 NBA Properties, Inc. 
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ACTRAISER 


very well-made game, 
Actraiser, like Populous, 
puts you in the divine 
seat of power and gives 
you the chance to act as 
a god. Your land is filled with de- 
mons, making life very hard for the 
people who live there. It's up to you to 
destroy these infernal pests and make 
the land safe for 
the forces of 
good. 

The game al- 
ternates between 
action and simu- 
lation. The action 
modes are side- 
scrolling arcade 
sequences, dur- 
ing which you 
actually fight the 
monsters hand to 
hand. The beauty 
of these sections 
is that, since 
you're immortal, the game doesn't end 
if you lose all your "lives." The only 
consequence is that you have to go 
back to the beginning of the stage. 

While the action mode is ex- 
tremely well done, it's the simulation 


mode that really gives Actraiser its 
charm. Here, you can direct the people 
of the land, telling them where to build 
while protecting them from the minor 
demons that still lurk about. 

The people pray to you during 
these sections, interrupting whatever 
is going on to get your attention and 
let you know what kinds of trouble 
they're in. You 
must then use 
your godlike 
abilities and re- 
spond with time- 
ly miracles. Lis- 
tening to the 
people is very 
important — 
your relative 
power during the 
action sections is 
closely tied to 
how well the 
people of your 
land are doing. 

During the simulation mode, you 
must protect the people from a few 
different kinds of monsters, but only 
the people themselves can eliminate 
them once and for all. If you direct 
your people to the monster's lair, they 


Jeff Lundrigan 



Meanwhile, protect the people from 
the monsters that still roam your land. 
Evil bats carry off your people, blue 
demons destroy their homes, and red 
devils burn their fields. 



Direct the people to the monsters' lairs, 
and they seal off the critters for good. 
Now you're free to help your people 
— and remember the better off the 
people, the better off the god. 



HiriMtl ,'P^Earthquakes 

HHI ' If may seem 

iBHSH * U harsh to a nice 
god like yourself, but they're useful 
nonetheless. First, quakes destroy all low- 
level houses, forcing the construction of 
new houses that can hold more people. 
Second, earthquakes can sometimes make 
strange things happen. For example, if 
you cause a quake in Kassandra after the 
pyramid has risen, the people find a yel- 
low heart, increasing the number of lives 
you can have during the action scenes. 



When people talk, gods 
should listen. Your 
people know best what 
their problems are and 
how to solve them, so 
be a benevolent deity 
and grant their re- 
quests. 



In return for your help and guidance, 
the people give you offerings. Many 
of these, such as spells, can be used 
during the action scenes. 
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This bonus sphere in stage 1 of 
Bloodpool contains a one-up. Grab it 
before you face the boss, and you've 
guaranteed that you can try again if 
you fail this time. Most action scenes 
contain strategic extra lives. 


There's usually more than one path 
through the action scenes, but there is 
no wrong way. Some paths are easier 
and some contain more bonus items, 
but they all lead to the same place. 


form a sort of magic circle that de- 
stroys the creature. Concentrate on 
getting rid of the lairs as quickly as 
possible, not only because they pose 
a threat to the people's health and 
safety, but also because chasing 


monsters is time consuming, and you 
have better things to do. 

Once the monsters are gone, use 
lightning to destroy the remaining 
trees and rocks, sunshine to dry up all 
the remaining marshes, and so on. 


Then make sure your people are 
using every possible square foot of 
land. Your power level during the 
action scenes largely depends on 
your land's total population, so it's 
best to wait for the population to 



Todefeatthis fire-breathing griff in, stay on the lowest level, 
jump toward him over his fire, attack, then wait for him to 
get to the upper platform and leap back. 



The Bloodpool wizard teleports in and out. Stay in the 
center and wait for him, then hop his fireballs and get 
beneath him to attack. 
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Let's have a war! Having defeated all 
the demons in Bloodpool, the people 
find something else to fight about. 
Since there's nothing you can do about 
it now, go on to Kassandra and come 
back later. 


You can easily beat Kassandra's giant 
ant-lion with two yellow star spells. If 
you don' t want to use magic, run uphill 
and stand between the rocks it spits 
out, the slide back down to attack. 




•iftM O') 'ft! 

oxmmEH 
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increase before going on to the next 
land, or even taking on the second 
action scene for the land you cur- 
rently rule. 

In each of the game's six differ- 


ent lands, the people also have some 
special problem with which you must 
deal: For instance, a war may break 
out, or a plague may strike. Taking 
care of these problems is simple. 


though, because the people usually 
tell you exactly what needs to be 
done. If some horrible catastrophe 
strikes and there's no obvious solu- 
tion, don't worry — especially if 



Run under the boss of Kassandra to lure it down, then turn 
and attack. When it shoots fireballs, turn again and follow 
them — they become faces that must be destroyed. 



You can give the people of Marahna room to spread out by 
causing an earthquake. Return to Marahna later — the 
people will need your help again. 
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The boss of Marahna is tough. Stay 
under her until she tries to drop on 
you, then move out of the way, turn, 
and attack. Run away after two or 
three hits, or she attacks you where 
you stand. 


Aitos is plagued by these awful flying 
skulls. They are incredibly tough to kill, 
so don't hesitate to use your divine 
arrows and angel bombs. 



you've already beaten the second 
action sequence in that land. Just 
move on to the next area, and sooner 
or later the citizens there give you 
the means to help the people who 


are suffering next door. 

Act raiser is easily one of best games 
available for the Super NES. Its 
soundtrack is great, and it nicely bal- 
ances action, strategy, and role-play- 


ing. In fact, the only real complaint 
you can have about Actraiser is that 
it doesn't last longer. 


The boss of Aitos isn't difficult to defeat if you stand on this 
platform and don' t move — just keep swinging and turn to 
face the boss as it rotates around you. 


These iceblocks in NorthwalTsstagel crumble underneath 
you, so don't even try to kill the gargoyle. Jump over him — 
you'll be injured, but you won't land on the spikes. 
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Enix 

2679 151st Place, NE; Red- 
mond, WA 98052 


The first boss of Northwall is easy to 
beat if you stand in this corner and 
keep swinging. The boss attacks as it 
rotates around, but you can inflict more 
punishment than you take. 


But NorthwalTs second boss is a dif- 
ferent story. The only good way to 
deal with this guy is to use blue ball 
spells. Wait until it swoops down and 
almost hits you, then zap it. 


■ ■I 
■IIL 


After you've beaten the 
game, there's a special 
“““ mode available that al- 

lows you to play through the action sections again 
without having to play the simulation modes. On 
the title screen, push the directional pad of your 
controller down one space below "new game," 
and a previously invisible choice, called "special," 
appears. 



Once you've conquered Northwall, a mysterious volcano 
rises. The last battle is one of those "fight every boss again" 
affairs. If you can, save your magic for the final boss. 



With the arch-demon defeated, the land is once again safe 
and happy. You're free to return to the heavens — at least 
until Actraiser 11. 
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DARIUS TWIN 


hat's the best shooter for 
the Super NES? In the 
first crop of games, the 
contenders include 
Konami's Gradius III, 
Irem's Super R-Type, Capcom's U.N. 
Squadron, and Taito's Darius Tivin. 

Known as Sagaia on the Sega 
Genesis, Darius Twin is a full-speed- 
ahead, blast- 
anything-that- 
moves space 
shooter that 
keeps you on the 
edge of your seat. 

It offers every- 
thing you expect 
in a top-notch 
shooter: good 
graphics, fast ac- 
tion, scads of en- 
emies, plenty of 
power-ups, and 
challenging bosses. The background 
music isn't bad, either. 

As usual, your foes are evil space 
aliens on a rampage. This time they've 
taken over the planet Darius and are 
invading nearby worlds, including 


Danto, Koloba, Lankus, Padi, 
Horolain, and more — a dozen plan- 
ets in all. 

To stop them, you must fight your 
way from planet to planet until you 
reach the aliens' main stronghold on 
Darius. However, that doesn't mean 
you have to fight on all 12 planets. If 
you use the round-select screen be- 
tween stages, you 
can skip some J 
worlds on your 
way to Darius. 

The path you I 
choose also de- 
termines which 
bosses you face. 
Each planet is 
guarded by a dif- 
ferent boss, and 
some are tougher 
than others. If you 
can't get by a par- 
ticular boss despite repeated attempts, 
you may be able to avoid him by tak- 
ing a different route. 

Your vessel for this dangerous 
mission is the Silver Hawk, a space 
fighter that's at home in the skies and 




Super Tip! Here's how to start the 
game with 50 ships: First, plug in two 
controllers. On the player option 
screen, hold down the left and right 
buttons on controller 2, then press 
Start and Select at the same time on 
controller 1. You'll have all the ships 
you ever need! 







Killer Higia, the first- 
round boss, is easy to 
destroy. Stay at the 
extreme left and keep 
firing into his mouth. 
Dodge the brown 
missiles — they're 
indestructible. 


Tom R. Halfhill 



By using the round-select screen, you 
can choose your path to the alien 
stronghold on the planet Darius. 
Sometimes you can avoid certain 
bosses that are giving you trouble. 



Tzoo bosses guard planet Danto (round 
B)! But Emperor Fossil and Queen 
Fossil are easy to defeat if you're pa- 
tient. Hide from them at the top of the 
screen and use diagonal shots. 




■^1 c 
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Watch out for this shark on the planet 
Koloba (round C). It keeps hatching 
baby sharks until it's destroyed. The 
best approach is a close-range frontal 
attack. 
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The boss of planet Lankus is Demon 
Sword, a giant squid. If you don't 
avoid his long-reaching tentacle, 
you're blown up, like this player. 
Move near the ceiling, then dive 
down and blast his lower body. 


While fighting your way through 
planet Lankus (round D), keep an 
eye on the bottom of the screen — 
large rockets try to catch you by 
surprise. 


oceans of the embattled worlds. It 
starts out lightly armed with a 
simple forward-firing gun and a 
few bombs. But as you collect 
power-ups, the main gun packs 


more punch — and you get four-way 
diagonal shots, too. If you survive long 
enough to reach the third or fourth 
round, the Silver Hmok becomes a fly- 
ing arsenal. 


Some power-ups wrap your 
ship in protective shields. The more 
of these you collect, the more resis- 
tantyou become to enemy fire. Gold 
shields are the best of all. Some 



Dual Shears is the giant-lobster boss of planet Padi (round 
E). Shoot off his claws so they can't chase you, then stay at 
the top of the screen and use diagonal shots to finish the job. 


If you take the alternate route to planet Rear (round F), you 
face Dual Shears SP. This creature's the white version of the 
round E boss. Luckily, the same tactics work here. 
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alien weapons, however, can pen- 
etrate even the strongest shields to 
destroy your ship. 

Imaginative enemies are one of 
the best features of Darius Twin. The 


alien fleet resembles a colorful zoo of 
mechanical sea creatures: sharks, an- 
gelfish, trout, squids, turtles, whales, 
lobsters, seahorses, jellyfish, hermit 
crabs, and even drifting seaweed. 


The bosses are equally impres- 
sive. Some are as large as the entire 
screen! And most of them pack sur- 
prises — hidden tentacles that dart 
out to grab you, or detachable claws 



By the time you reach round H on the planet Sabia — an 
underwater world — you should have powerful weapons 
and gold shields. 


Red Mist is the boss of planet Sabia. He's one of the toughest 
bosses. Maybe you're better off taking the alternate route 
to Narukini so you can fight Dark Coronatus instead! 


54 




□nnnnnnnnnnnnnmnnnnnnnnnnnnnnnmnnmnnnn 

nnnnnnnnnnnnnnnnnntjnnnnmnnnnnnnnnnnnnn 
nnnnrnnnnnnnnnnnnnnnnnnnnnnrinnnnnnnnni 


The only real danger on planet 
Noemu is the diagonal scrolling — 
if you don't pay attention, you may 
get trapped between a wall and the 
edges of the screen. 






Planet Noemu (round J) is a fairly 
easy stage and a good place to collect 
power-ups for the battles ahead. 


that chase you relentlessly. Even 
their names are impressive. Some of 
our favorites bosses are Dual Shears 
(a lobster). Full Metalshell (a turtle). 


Hyper Greatthing (a whale), and Su- 
per Alloylantern (a huge lantern fish). 

Although this strategy review is 
based on thejapanese version of Dflr/iis 


Twin, we don't expect the American 
version to change much. Tha t's good, 
because Darius Twin belongs in the 
top rank of Super NES shootersjtgl 



Full Metalshell is the boss of planet Noemu. Frontal attacks Watch out for these baby turtles! They emerge from hidden 

are dangerous — the turtle head suddenly shoots forward, hatches on both sides of the turtle shell, 
then launches needles toward the floor and ceiling. 
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This hermit crab and lunghsh are 
two more old enemies from past 
rounds. 


Planet Darius! If you make it this far, 
you must fight some of the worst 
enemies from earlier rounds. Re- 
member these angelfish? 


Some bosses are vulnerable to diagonal shots 
fired from the top of the screen. If you're not 
having any luck with a frontal attack, try finding 
a safe spot behind the score display. This works 
best against Emperor Fossil and Queen Fossil, 
Dual Shears, Dual Shears SP, and Demon Sword. 


Taito 

390 Holbrook Drive; Wheeling, 
IL 60090 



Super Alloylantern, the Darius boss, fills the screen. You 
must circle around him to reach this position. When he 
spits blue fish at you, get in front and keep shooting. 



The final boss! Great Tusk isn't as deadly as he looks. If you 
made it past Super Alloylantern, you shouldn't have too 
much trouble here. 
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DRAKKHEN 






Character generation 
is elaborate, interest- 
ing, and easy to un- 
derstand. Strive for a 
balanced party — and 
be sure to include at 
least one spellcaster. 


Throughout the game, a wise old man 
appears without warning. He dis- 
penses hints, gives you news from 
other parts of the island, and tries to 
sell you items — some of which you 
should buy. 


William R. Trotter 


You can get basic on-screen instruc- 
tions at any time. This feature is typi- 
cal of the many thoughtful details 
incorporated into Drakkhen. 


An elemental sign — earth, wind, 
fire, or water — controls access to 
each castle. Be sure to locate and touch 
the proper sign as soon as you can 
after going inside. 


M ore computer games 
than ever are being 
converted to video- 
games, and the time 
between the initial 
computer version and the videogame 
grows ever shorter. Drakkhen appeared 
for PCs just over a year ago, and now 
it's available for 
the Super NES in 
Kemco-Seika's 
handsome trans- 
lation. 

Fans of fan- 
tasy role-playing 
games (RPGs) 
should be pleased 
at how quickly 
Drakkhen arrived 
for the Super NES 
because it's one of 
the best games in 
the genre — the 
computer version 
even won the 
coveted Beastie 
award from Dra- 
gon, a top RPG 
magazine. This 16-bit Drakkhen retains 
all the technical savvy, strong adven- 
ture elements, and outstanding graph- 


ics that made the PC game such a 
standout. The Super NES version is, if 
anything, even smoother and easier to 
play than the original. : 

The storyline is typical of the RPG 
genre: Long ago, the world depended 
on the mystical power of dragons. But 
now the last dragon has been killed by 
careless humans. 
The god of this 
world creates a 
new world that's 
part dragon and 
part human, and 
is divided into 
four regions that 
correspond to 
the four ele- 
ments of earth, 
wind, fire, and 
water. 

The drak- 
khens plan to de- 
stroy this new 
world unless the 
humans can pass 
one final test. 
Brave adventur- 
ers must be sent on a quest to find the 
eight jewels known as the dragons' 
tears. Once the jewels have been found. 


m 


Even spell-casting priests and magi- 
cians can't wimp out when it comes to 
combat. The Shield, Strength, and In- 
visibility spells are particularly useful 
in a fight, and you may cast them 
either on yourself or on other party 
members. The more spells you cast in 
battle, the more your wizardry powers 
increase — and using magic on your 
foes is often a much more efficient 
means than simply hacking them to 
death or blasting them with bolts of 
lightning. 


HINT. 
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You find weapons and shields 
hanging on the walls inside the 
castles. Even though these look like 
part of the background, it's possible 
for your characters to take them — 
the owners never seem to object. This 
is a great way to obtain better 
weapons and armor without having 
to buy them. 


Seek out Prince Hordtkhen. Despite 
his fearsome appearance, he's not an 
enemy. He sends you on an errand to 
his sister's castle, and you — if you 
know what's good for you — eagerly 
accept. 


the party of four must scour the is- 
land of Drakkhen to find the world's 
very first dragon and ask him to 
restore magic to the universe. 


The fantastic world of Drakkhen 
and its inhabitants is internally con- 
sistent and believable. The characters 
move in real time across a rounded. 


full-color, three-dimensional 
landscape. When their day ends, 
the sunset glows before twilight 
gradually envelops the land. 



Wander over the 3-D landscape or view it from different 
angles. But be aware that the game progresses in real time. 
When day ends, the sun goes down and twilight descends. 


Monsters appear with little or no warning. Combat is 
normally automatic, but you get the best results if you often 
intervene to take control of individual characters. 


EBHsaaersPsaK 
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Free medical care — including res- 
urrection of dead party members — 
is available at the ANAK temples. 


The stars aren't always friendly — 
sometimes, a constellation turns into 
one of these savage flying beasts. 
You're better off running from them 
until your party has considerable 
power and protection. 


There's a fairly elaborate musi- 
cal score keyed to the various scenes 
in the game. The music occasionally 
even contains audio clues as to 
what's about to happen. And most 


of the more than 150 monsters seem to 
make their own particular squawk or 
shriek. 

Armchair warlocks can play 
around with 200 different spells, some 


of them rather bizarre in their ef- 
fects. A lot of thought, detail, and 
creativity has gone into the 
spellcasting aspects of the game. If 
fighting is more your game than 




When you search Princess Hordtkhen'scastle, you discover 
that she's been abducted. Three guesses as to your next 
mission.... 


Check the map screen for an accurate idea of your par- 
ty's compass bearing. Otherwise, you might get disori- 
ented or be eaten by a monster you could have avoided. 
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You may encounter a wandering 
merchant not long after you leave 
the princess's castle. Buy a bow and 
arrow from him and give the weapon 
to your scout. 


These illuminated arrowheads form 
a barrier that's impassable until your 
party reaches a certain level of power. 
But if you venture close to the ar- 
rowheads, dragons appear and offer 
valuable clues and suggestions. 
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magic, you'll find that the combat 
system is bloodthirsty enough to 
satisfy even the most aggressive 
monster-bashers. And if you like 
simple exploration, well, the game 


offers not only strange and wonderful 
landscapes, but almost 250 different 
rooms and areas to be combed. 

Drakkhen offers many hours of 
adventure and is crammed full of fea- 


tures designed to appeal to the wid- 
est possible segment of the fantasy 
role-playing market. 

<SR 



If you touch the tombstones, this dog starts barking at you. 
Don't stick around to pet him if you're in the early stages of 
the game — beat a hasty retreat instead. 
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Don't try to cross this drawbridge until the circling shark 
has passed to the right side of the moat. He jumps. Really 
high. 
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|You must learn when to 
engage the enemy and 
when to retreat. You can't 
win if you try to fight everyone — some encounters 
are best resolved by conversation, others by flight. 
A balanced party is helpful — we used a warrior 
(or amazon), a priest, a mage, and a scout. You 
simply can't win without at least one magician. 
And if your warrior doesn't seem strong enough, 
go to the armory (northeast in the land of ice). You 
can upgrade your weaponry there, as well as buy 
better equipment. 


Sometimes levers and floorplates 
activate hidden doorways if you step 
on them. However, when you step 
off or let go, those doorways close 
again. Split up your party and leave 
one character at the switch while the 
others go off exploring for the newly 
opened passageway. 


Return to Prince Hordtkhen's castle, and he equips 
you with new powers that help you rescue his 
sister. Walk past him into his private chambers to 
find strong armor. Don't forget to read the message 
on the table. 


There's a crypt in each castle. Be sure to read the inscrip- 
tions on all the coffins, or you might miss some vital infor- 
mation. 


This castle drawbridge slams shut. To enter, you must have 
the experience to allow one member to use the Open spell. 
If you're low on experience points, go fight some monsters. 
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The jump-kick is difficult to do, but it 
packs a wallop. Jump-kicks are par- 
ticularly effective in knocking back a 
group of Mad Gears — but only the 
best fighters can use it regularly. 


Richard Lashley 


Y ou begin in the slums of Metro City. 
Cody can shake thugs crowding 
around with a super-kick. Although 
it doesn't do a lot of damage, it gives 
you time to regroup after an attack. 


Any good streetfighter knows to keep 
all his enemies in view. A quick 
shoulder-throw tosses this Axl goon 
back over with the rest of his buddies. 


Cody and Haggar each have 
an impressive arsenal of 
street-fighting moves. The 
two men are tough to choose 
between, but only one of them 
can face the Mad Gear gang. 


■nil 


ome cities are known for 
their museums, parks, 
or landmarks. Metro 
City is known for its 
crime. For years, Belger 
and his gang, the Mad Gear, have 
ripped the city apart. Things have got- 
ten so bad, in fact, 
that citizens have 
elected a former 
streetfighter as 
their mayor! Mike 
Haggar doesn't 
govern behind a 
big desk and 
closed doors — he 
rules with a lead 
pipe and a solid 
right hook. 

With its hold 

on the city endangered, the Mad Gear 
gang kidnaps Jessica, Haggar's 
daughter. In Capcom's Final Fight, you 
must dean up Metro City's reputation 
in five stages and grab Jessica from 
Mad Gear. This isn't just another day 
in the office. It's time to hit the streets. 

This is a one-man fight, so you 
must choose between Haggar and 
Jessica's boyfriend, karate-expert 


Normally you begin Final Fight with 
only three lives. However, if you press 
Start and Select on your controller 
during the title screen, you move to 
an options screen. There, you can col- 
lect nine additional lives. 


FINAL FIGHT 


Cody . He may weigh only 1 87 pounds, 
but Cody can rely on his quickness 
and knife-fighting skills to survive. 
Haggar, at a hulking 297 pounds, uses 
brute force and pile-driver wrestling 
moves to crush his opponents. 

There's no real strategy in this 
game — it'sacase 
ofkill or be killed. 
However, de- 
pending on the 
character you're 
using, there are a 
few tricks which 
you can use to 
even the odds. 
Enemies, for ex- 
ample, break out 
of Haggar's holds 
or dodge his 
punches if the same move is repeated 
three times consecutively. To keep 
opponents off balance, mix up your 
moves. An effective combination is a 
head-butt, followed by a back-drop, 
and ending with a pile driver. If you're 
surrounded, twirl into a super-spin to 
empty the room quickly. The well- 
designed button configuration be- 
tween controller and maneuvers al- 


62 






When you grab an opponent, he briefly 
becomes defenseless. Take advantage of 
that moment of weakness on the subway in 
stage 2 and hit this opponent with a few 
knee-bashes. Also, check the barrel on the 
floor for some extra energy. 


Thrasher, the boss of Metro's 
slums, falls prey to your shoulder- 
throws. However, don't let the 
guys exiting from the open door 
blindside you. 


lows you to accomplish a diverse 
range of moves in a fluid motion. 

The smaller Cody must use a 
variety of moves to keep larger en- 
emies like the Andores Brothers at a 


safe distance. A couple of knee-drops 
and a flying-kick usually knock out 
the worst Mad Gear offers. Cody is 
also skilled with a blade. The knife- 
totin' opponents called "Hollywoods" 


usually drop their weapons after a 
few hits, so pick up these knives and 
do some damage. 

Crates and oil drums scattered 
throughout the ragged landscapes 



At the end of this subway ride, Cody's swooping knee- 
drop enables him to attack two enemies simultaneously. 


After two consecutive punches, Cody automatically deliv- 
ers a strong right uppercut. It's an effective combination. 
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Katana, who slings twin samurai 
swords, is the last opponent you face 
before climbing out of the subway 
tunnels. Use shoulder-throws against 
him, but don't let him get up. If you 
don't rush to finish the attack, he 
charges at you, swords in hand, with 
incredible speed and power. 


To earn points for an extra life, you 
must completely demolish this poor 
thug's car within the time limit. In 
Metro City, bashing is a citywide 
pastime — so have some fun. 


of Metro City contain special items 
for points, power, and weapons. For 
Haggar, the best special weapon is 
the lead pipe. Whenever you find a 
pipe, use it quickly because it dis- 


appears after a brief period of time. 
The katana sword is Cody's best 
weapon — it's even better than knives. 
But, like the lead pipes, it soon dis- 
appears. 


Fighting tactics also include 
keeping all your opponents on one 
side of the screen. If you're skillful, 
you can knock the enemies off-screen 
to one side, too, and take them out 




As you venture into Metro's Park in stage 3, you can kick 
enemies behind you and knock down enemies in front of 
you with your punishing lunge — but it takes practice. 


You should bewareof Wong Who and his pals. Once these 
large fellas get moving, they're difficult to stop. Usually, 
they try to blindside you as they charge onto the screen. 
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Edi-E, a security guard corrupted 
by Mad Gear, is good with his 
nightstick and six-shooter. How- 
ever, Haggar's trademark pile 
driver can quickly end this public 
disturbance. 


From the water lapping underfoot to 
the trash drifting into the pier, there's 
nothing like Metro's bay area. Use 
Haggar's back-drop on this enemy- 
infested dock to keep everyone on one 
side of the screen. 


without suffering much damage. 
However, some opponents — such 
as the Billy Bullies — can ram 
through your wall of punches. 


Final Fight isn't a typical punch- 
and-slash game. The graphics feature 
colorful landscapes of a city in the late 
stages of ruin, as well as some of the 


largest characters outside the ar- 
cade. Digitized voices add a hu- 
morous punch to smooth fight 
sequences. 



With Haggar's energy slowly dwindling, using strong 
mixing in a variety of moves keeps the Mad Gears guessing 
what you'll do next. 


While not as effective as some of Haggar's other moves, the 
jump-kick is nevertheless a good technique to stun an 
opponent for a few vital seconds. 
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Abigail (and don't make fun of his 
name!) is very difficult to defeat. 
As Haggar, your best move is to 
get in close and grapple for a pile 
driver. 


You occasionally find barbecue ribs or other 
special items inside the crates and oil drums 
that replenish your energy. Unless you're in 
immediate danger of dying, it's wise to wait 
until after you've cleared the screen of en- 
emies to grab these items. 


If you miss, however, Abigail gels 
red-hot mad and tries to pound 
you into the pavement. 


Capcom 

33303 Scott Boulevard; Santo 
Clara, CA 95054 



Located before the final stage, the second bonus round 
requires you to ransack a warehouse. You get extra points 
if you shatter every pane of glass within the time limit. 







In uptown Metro City (level 5-2), be ready to twist into a 
super-spin to repel Wong Who and his cronies. You've got 
another level to complete before you meet Belger. 
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U.N. SQUADRON 


n a market cluttered 
with slash-and-blast 
games, it's easy for a 
shooter to get lost in 
the crowd. After all, if 
you've shot and 
bombed one alien race into submis- 
sion, haven't you done Hand seen it all? 
Not necessarily. 

Capcom's 
U.N. Squadron 
isn't your typical 
arcade-action 
game. Based on 
the popular Ja- 
panese comic 
book Area 88, 

U.N. Squadron 
juices up the 
shooter genre 
with great gra- 
phics, silky 
smooth controls, 
and an element 
of strategy. 

A desert airstrip in the kingdom 
of Aslan is under attack. Just a scratch 
of asphalt in the sand dunes of Area 
88, this base is home to the U.N. 
Squadron — and it's Aslan's last line 
of defense. For a year, the forces of 
Project 4 have chipped away pieces of 


Aslan, slowly taking control of the 
entire country. But now the U.N. 
Squadron is on the job. 

You begin U.N. Squadron with 
$3,000 and a choice. There are three 
pilots from which to select, each with 
his own specialties: Shin Kazama be- 
comes powerful in the shortest amount 
of time, Mickey Scymon is an expert 
with special 
weapons, and 
Greg Gates 
quickly recovers 
from battle dam- 
age. Your play- 
ing style dictates 
the pilot that suits 
you best, but if 
you're in doubt. 
Shin's fast-rising 
firepower meter 
makes him a 
solid choice. 

The real stra- 
tegy is needed when you choose mis- 
sions and buy planes. Your initial 
budget only allows for the basic F8E- 
Crusader, and, from the special weap- 
ons menu, some cluster bombs. You 
can step up to more advanced planes 
after a few successful missions. There 
are eight aircraft in all, ranging from 




You need a lot of money to buy ad- 
vanced fighters. Between missions, 
check the tactical map for truck con- 
voys running through your mission 
area. These convoys offer little resis- 
tance, and — depending on how 
quickly you destroy them — you can 
earn up to $20,000 of easy money. 



PLEASE SELECT PLATER 
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Your tactical deci- 
sions begin with 
choosing your pilot. 
Each one is gifted, but 
Shin Kazama has the 
capability to increase 
his Vulcan-cannon 
rating quickly. 


Richard Lashley 



To beat the missile-launching tank in 
Project 4, fly your F8E Crusader into 
the lower left, dodge the missile bar- 
rages, and blast the treads with your 
Vulcan cannon. 



When renegade fighters approach 
your base, it's time to go to work. As 
this B-1 bomber drops onto the screen, 
stay behind it and sink some Vulcan 
rounds into the bomber's thin armor. 








Stay close behind the Stealth boss and 
blast it with your cannon and a few 
cluster bombs. After you knock out 
one of its engines, launch a Mega 
Crunch to finish off this boss. 
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Wait until a boat launches a salvo, 
,l then drop behind the boat at wave-top 

level to attack. 



The battleship Minks is protected 
by swarming planes and missile- 
launching patrol boats. 



the rugged A-lOA Thunderbolt to 
the Soviet-built F200 Efreet. 

Your ultimate goal — besides 
survival — is to earn more than a $1 


million so you can afford the Efreet, 
the best plane. The Efreet carries all 1 1 
special weapons, as long as you've got 
the cash to buy them. In earlier mis- 


sions, you should save money by 
purchasing the bare essentials — 
only the plane and special weapons 
absolutely necessary for each task. 



Run a few passes to knock out the armored gun turrets. 



At the end of the ship, you find a floating weapon rack 
which partially refills your special weapons. Now you can 
concentrate your firepower on the bridge. 
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Choose an F-20 Tigershark plane to 
go after the Seavet attack sub. This 
plane carries not only bombs for the 
submarine, but also an impressive 
load of air-to-air Phoenix missiles to 
chase off the sub's fighter escort. 


The Wolfpack Squadron, a mercenary 
force of stealth fighters, casually blips 
onto your base's radar screen. Arm your 
F-20 with Phoenix and Bullpup missiles, 
then hit the skies. These Stealth fighters 
release lethal countermeasures behind 
them, so keep your distance and attack 
with Bullpup missile barrages. 



For example, when you fly against 
the Wolfpack Squadron, you need 
only the F-20 Tigershark, some 
Phoenix missiles, and a few Bullpup 


rounds. You could also load up with 
conventional bombs and air-to- 
ground Falcons, but you don't need 
them for dogfighting. 


The Forest Fortress is a spe- 
cialty job as well. You fly at treetop 
level while enemies use the belly of 
your plane for target practice. The 



Your next mission sends you to attack a desert-based land 
carrier. With an F-20, you can use Phoenix missiles to attack 
ground targets while dodging hostile planes. 



The land carrier's only weak spot is this protruding missile 
launcher. Stay low on the far right and, as the launcher rises 
to fire, pound it with bombs. 
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Expect attacks from camouflaged 
positions on your approach to the 
Forest Fortress. Although the A-10 
tankbuster is best in this stage, the F- 
14's agility enables you nimbly to 
evade the missiles that climb into the 
skies after you. 


The Soviet F200 Efreet is the most 
expensive — and the most powerful 
— plane available. 


clumsy, yet heavily armored A-lOA U.N. Squadron is a sharply pack- game design make this a nice addi- 

Thunderbolt is ideal for this mis- aged game with enough bang to com- tion for your hangar. 



sion. Ffowever, you need more than 
$300,000 to buy it, so plan ahead. 


pete with the best of videogame 
shooters. Exciting graphics and a solid 


But if you saved your money during most of the missions, 
the Efreet can be yours. 


The weapons systems of the Efreet comes in handy in 
Project 4's cave base. Stay in the middle so you won't get 
pinned to the floor or the ceiling by enemy fire. 
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Capcom 

3303 Scott Blvd.; Santa Clara, 
CA 95054 


The F-20 Tigershark works well in the 
canyon mission. There are lots of nasty 
surprises waiting for you in this val- 
ley — such as these turrets mounted 
on stone towers. Stay to the far left 
and destroy these guns before flying 
past them. 


To reach the cave boss's weak spot (a 
glowing dome), switch to your Efreet's 
sail missiles. They fire upward and can hit 
the dome while you deal with enemies on 
the cave floor. 


To save money, take 
only the special weap- 
■” ons that you need for 

each mission. For example, when you attack the 
first wave of fighters heading for your base, you 
just need an F8E-Crusader carrying cluster bombs 
and a Mega-Crunch. Buying conventional bombs 
wastes thousands of dollars that should be saved 
for more treacherous missions. 



The canyon boss, a sleek SR-71 Blackbird, is loaded with 
anti-aircraft weaponry. This battle requires a full load of 
special weapons and a fly-by-the-seat-of-your-pants attack. 



The Efreet is the only choice for the last mission. To hit out- 
of-reach turrets, use the diagonal fire of the Gunpod. Oc- 
casionally, you also uncover hidden weapon racks. 
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HAL America: 7873 SW Cirrus Drive; Suite 25-F: Beaverton, OR 97005 



SUPER NES 


Vince Matthews 


H ypcrZonc sends you into the 
future, to the uncharted area be- 
tween Jupiter and Mars. Your job 


Area 1 : The Material Factory and Boss 


is toclean up the dumping grounds 
of past wars by destroying chemi- 
cal and nuclear mutants so that the 
areas are once again suitable for 
humans. 

HyperZonc is one of the new 
batch of Super NES games that 
takes advantage of the 16-bit 
machine's scaling chip to simulate 
moving landscapes. The result is 
unbelievable. When you're at the 
helm of spaceship going warp 9 
through the galaxy, you get a 
powerful sense of moving at super 
speed. It's almost a 3-D effect — 
any second something may fly out 
of the TV screen and whack you on 
the head. 

But once your awe has worn 
off, you've got an arcade shooter, 
plain and simple. The formula is 
standard stuff, but the execution is 
solid. HyperZone will certainly get 
action fans' thumbs moving. 


Your main objective here is 
to get through the level 
without destroying any of 
your ships. If you go slow 
and try to destroy every 
enemy, you should finish the 
level with 30,000 points 
and earn an extra ship. The boss shouldn’t give you any trouble — just dodge 
his blasts and aim for his middle. 

Area 2: The Blast Furnace and Boss 

Stay low on the track and 
avoid the fire columns. 
Keep firing, and slowdown 
for any fueling stations. 


Area 3: 

□Id Capitol is one of the 
toughest areas in the game. 

Midway through the track, 
enemies begin coming from 
behind you. Again, stay low 
to the track and hit those 
fueling stations. To defeat 
this boss, fully charge each blast before you release it to destroy the outer 
satellites, then finish him off with regular blast. 





Area 4: Grass Land and Boss 






-•OWER 

SPEEC 
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This is one of the easiest 
areas, but watch out for 
dead ends. To destroy the 
final boss, use a regular 
blast for the leaves and a 
charged blast for the 
nucleus — just the opposite 
of your tactics for the Area 
3 boss. 
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Area 8: HyperZone and Boss 


In the final area, you 
confront every boss again 
— and one you might not 
have expected. If you don’t 
have at least one ship 
stockpiled, you’ll never 
make it home. 


The re 
power 


As you progress 
through each area, 
you can upgrade 
your ship. Each up- 
grade is a little 
faster and a little 
more powerful than 
the one before. 

GP 


Area 5: Ripple Field and Boss 

Throughout most of this area, 
take tracks on the right side. 
Make sure you slow down for 
every refueling station — you’re 
going to need every ounce of 
energy. 


Area 7: 

This area is full 
of trouble. Use 
a charged blast 
to clear most 
of the way. 


The Bio Plant and Boss 


Area 6: Neo Megalopolis and Boss 

Your biggest enemy here isn’t the 
— it’s the deadly neon rays that criss- 
cross the track. The best way to avoid 
the rays is to use your blast to deter- 
mine exactly where a hole might be, 
then fly under or over the rays. 




SunSoft; 11165 Knott Avenue; Cypress, CA 90630 



Here's a twist: a videogame in 
which you don't s/toof creatures — 
you save them. In fact, when 
something dies, it's probably not 
because of anything you did, but 
something you didn't do! 

In Lemmings, your goal is to 
save as many lemmings as possible. 
What are lemmings? Well, they're 
fairly stupid creatures who fa II onto 
the screen through a trap door. As 
soon as they land, they begin 
blindly marching in whatever di- 
rection they happen to be facing. 
Without your intervention, they'd 
walk off cliffs, stumble into booby 
traps, get stuck in holes, or wade 
into pools of acid. 

To save the lemmings, you 
must safely guide them past these 
hazards toward the exit. Each 
screen is different and calls for a 
different approach. 

Fortunately, you can bestow 
special skills on individual lem- 
mings. For example, you can turn 
a lemming into a builder, who 
constructs bridges; a climber, who 
scales walls and cliffs; a floater, 
who uses his umbrella like a 
parachute to break his fall; a 
blocker, who stops other lemmings 
from marching into danger; and 
various kinds of diggers, who 
tunnel in different directions. 

Lemmings combines action and 
puzzle-solving in a way that's both 
unique and original. It's one of the 
most entertaining games we've 
seen in quite a while. 


Lsmmings 




Lemmings begins easily enough. 
On this level, for instance, all you 
have to do is turn your lemmings 
into floaters so they can get from 
the entrance (the trap door at the 
upper left) to the exit (the doorway 
at the lower right). 


Here, one lemming was turned into 
a miner to dig a diagonal tunnel 
through the floor, then all the lem- 
mings were made into climbers so 
they could scale the wall and reach 
the exit. 


You can turn some lemmings into 
blockers. In this case, blockers stop 
the lemmings from marching off 
the ends of the platforms. 


When you turn a lemming into a 
builder, he constructs a ramp to 
span gaps and pits. Several lem- 
mings fell into this pit before the 
ramp was finished, but those few 
can escape by building more ramps. 
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Booby traps can appear 
out of nowhere. As the 
hapless lemmings walk 
throughthis tunnel, they’re 
snatched by a mechanical 
claw in the floor! 


The arrows on the large structure 
indicate that you can tunnel in only 
one direction. To get around this 
problem, a lemming had to climb 
over the structure, float down the 
other side, and tunnel back toward 
the left. 


Some levels have vicious booby 
traps. In this case, lemmings are 
tumbling through the gap in the 
stairway and falling victim to the 
gallows-like device near the cen- 
ter. Solution: Build a ramp. 


This level has a pile- 
driver booby trap 
(lower left) that squash- 
es any lemming who tries to 
walk through the tunnel down 
below. Maybe there’s another 
route to the exit. 


The giant spiderweb and latticework 
an unusual problem — but one that 
can be solved with some creative 
digging. 


This level doesn’t seem awfully difficult 
— except that you start with only two 
lemmings, and you have to save both of 
them! 


The trick on this level is to 
keep the crowded line of 
lemmings from marching 
into the pool of green acid 
below the platform. The 
exit is toward the lower 
right. 


While a blocker kept the lemmings from 
marching into the bubbling acid on the lower 
right, a builder spanned the deadly gap sepa- 
rating the ledges from the exit (lower left). 
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Nintendo of America; P.O. Box 957; Redmond, WA 98073-0957 



PilaiMvings 


WUliam R, Trotter 


Happily for game players who've 
longed to take to the skies, Nintendo 
has released Pilotwings, a Japanese 
bestseller that's also a hugely en- 
joyable simulation that truly con- 
veys the excitement of flying. 

Different thrills and challenges 
await you when you strap on the 
rocket-pack, buckle into a hang- 
glider, pull the cord on your para- 
chute, or take the stick in a helicop- 
ter. Although the details of control 
vary from one scenario to the next, 
you navigate with the directional 
pad of your controller, use the A 
and B buttons as throttle controls, 
and use the Left and Right buttons 
either to change your view or, in the 
helicopter scenarios, to fire missiles. 

The emphasis in Pilotwings is 
on the sport of flying, not the use of 
aircraft to blow things up (although 
there are some combat missions). 
Flights have been carefully pro- 
grammed to simulate the dynamics 
and handling characteristics of the 
real aircrafts. And once you master 
the basic courses, you can try the 
clever and entertaining "bonus" 
rounds. Would you believe sky- 
diving penguins? 




Cil'iiyiil 



The graphics in Pilotwings are out- 
standing. Note here, for example, the 
ominous storm clouds. 



“Aircraft” is a pretty broad term in Pilotwings — one 
of the trickiest things to fly successfully is the rocket 
belt. 
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If you earn your stripes as a pilot, you can access some 
terrific bonus screens, such as this “albatross man.” 


When you sky-dive, you must free-fall through ring 
targets before you open your parachute. 


C^P 


The only combat missions are flown with the helicop- 
ter. The main emphasis here is on challenge and 
sport, not destroying the enemy. 


Jaleco; 310 Era Drive; Northbrook, IL 60062 



J ust like clockwork, Jalecohas 
developed new-and-improved 
versions of Bases Loaded since 
the original came out in mid- 
1988. It's no surprise, then, that 
the excellent baseball simulation 
would make the 16-bit-leap to 
Super NES. Super Bases Loaded 
proves to be a fine addition to an 
excellent line of games. 

The play control and layout 
in SuperBases Loaded are almost 
exactly the same as they are in 
Ryne Sandberg Plays: Bases 
Loaded 3 for NES. In fact, besides 
the improved graphics (and some 
fancy scaling and rotation to 
show off what the Super NES 
can do), there's not really much 
that's new — but this isn't a 
problem. The revisions to the 
Bases Loaded games have re- 
sulted in a smooth system that 
covers nearly every aspect of 
baseball from team stats to home 
runs. 



» 1 
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Pitching is simple, whether it’s a low 
inside fastball or a tricky curve. 


Home runs are rewarded with animation sequences. 


Don't let this happen to you — stay ahead in the ninth inning. 
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THEYEAROF 
THE DRAKKHEN. 


This is the year of Super NESf The year some of the best 
RPG players may go down in flames. Because this year 
you will enter the world of Drakkhen. 

You’ve confronted many 
monsters before. But 
never fire -breathing 
beasts of such scorch- 
ing realism. Over 50 
giants and winged 
beasts in spellbinding 
3-D. You’ve journeyed in 
other mystical lands. But 
none with scrolling, 

360° landscapes with 
panoramic views. Horizons change 
from day to night before your very eyes. 
In your quest to restore world peace, 
you will learn many 
powerful spells. Prepare 
for battle by collecting 
weapons and magical 
objects. But nothing will 
prepare you for the spe- 
cial effects, the eye-popping 
the stereo digital sound experience. 

Drakkhen. It’s the Super NES game of the 
year. The role playing challenge of a lifetime. 


■jrfo; Super Ninmdo IintertainTTient System cmd the offickd seals are re^tered trademarks of Nintendo of 
Inc. ©1991 Nintendo of America Inc. [developed try KEMCO under license from Infogrames© 1991 
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Combat Basketball. 


No personal fouls and plenty of 
excitement highlight this bone-crunching 
futuristic basketball title! Dodge missiles, 
saw blades and more as you pound your 
way through the most intense contact 
sport ever created. 

• Fast one-on- 
one action! 

Play against the 
computer or a 
friend (1 or 2 piayer). 



• Super League Mode! Make your own 
team by buying and selling players. 
Up to eight people can play in the 
same league! 

• Battery back-up lets you save your 
league for future grudge matches! 


HUDSON SOFT' 


HUDSON SOFT USA. INC. 

400 OYSTER POINT BLVD. SUITE515 
SOUTH SAN FRANCISCO. CA 94080 
(415) 871-8895 


© 1991 Hudson Soft USA. Inc. All rights reserved. Bill Laimbeer's Combat Basketball is a trademark 
ofHudaonSoftUSA, Inc. Hudson Soft USA. Inc. is a trademark of Hudson SoftCo.. Ltd. Nintendo, Super 
Nintendo Entertainment System and the Official Seals are trademarks of Nintendo of America Inc. ® 
1991 Nintendo of America. 






Morticia has been kidnapped! 

' Kidnappers have hidden Morticia somewhere in the 
scarv' Addams Mansion. Yon and Gomez have to escape 
hidden traps, and hattle scary ghonis and phlins on 
your search to find her. Collect the million dollar 
\ ransom, find Wednesday, Pngslev and the 
, \ rest ol the family in yonr attempt to mK 
i I rescne the beloved Morticia. ^ ' 


TM & © 1991 
Paramount Pictures, ' 
All Rights Reserved. 
THEADDAMS • 
FAMILYlogoisa * ; j 
Trademark of v 
Paramount Pictures. 
Ocean of America ^ 
Authorized User. 
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Oteoq of America, Inc. 1855 O'Toole Ave., Suite D-102, Son Jose, CA 95131 

Super Ninfeade EntertiiiMBMt Syitenv Gome Boy end the elfiddd 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity. 

Please visit us at www.retromags.com 

^ No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 




y^come across anyone sflfing releases from 
do not riiliir"* them and do let us know. 




Thank you! 


